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LO JUMP ON THE 


HEY THERE oy 


THAT TEACHES YOU 


FURNITURE, BODY 
SEAM YOUR FRIENDS 
ANDODRIVE 
LIKE A MANIAC. 
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SUPER POWER 


eZ 
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a ae. 
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aN 

= wi y _ nila 

/ MG 


CALL 1-800-255-3700! 


To order your membership now with VISA or MasterCard, calf Mon - Sat. 40 m ta 12 midnight Pacific Standard Time (PST) Sundays 6 a.m. to 7 p.m 
Hs The ‘Nintendo representative will need fo speak to the parson it name appears an the hey le 


SUPER Nik 
CONTROE ies 


Power Players have a choice. And they Street Fighter I Turbo, Mario Paint, and 
choose to play the Super NES. Who could _ the soon-to-be-released Mortal Kombat. 
blame them? The Super NES isthe most — The list of great games goes on and on! 
technologically advanced 16-bit system on With red-hot titles like Star Fox, the first 
the market. For just $99.99", youcan nab in a series of games to use our exclusive 
yourself a Control Set and be well on your Super FX chip, the Super NES allows you 
way to enjoying great games like The to go light years beyond the competition. 
Legend of Zelda-A Link to the Past, That’s why the best play here! 


Over 275 Super NES eonee available <3 year end!! 


* Suggested retail price. 
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ve been reading your Player's 
Pulse section since the very Lirst 
issuc I finally tound time to sit 


down and write about what a 47-year 
ald truck driver (18-wheeler) would 
ike to see in a future issne A lew 


years ago, |r ed a game called 
Blister Master I haven't been able to 
complete it f understand that there's 
another Blaster Master coming soon 
lor Super NES, which I also have. I'd 
like to see the original Blaster Master 
reviewed In d Juture sue 

A tunny thing happened to me one 
cold night out in the middle ot 
nowhere | was playing Game Boy at 
about 2am. when I reached a pomt in 
Final Fantasy Legend that got my 
goal Alter hours of not gett 
where, f said “That's tt! T was never 
going lo play agai | took ihe Game 
jumped out ol the truck and 
under the front ure As I got 
back im to put my truck into gear and 
run over It, someone yelled “Stop! 
Wait a minute!” | opened my door 
and this guy came running up. He said 
he saw what 1 was about to do, and 
being a long-ume player, he wanted to 
know whal game ] was playing When 
T explained if was Final Fantasy 
Legend, and where I was in ihe game. 
he got in and explained what | had to 
do Following his instruction, 1 came 
night out al the problem, | looked up 
as he was gz oul lo say “Thanks” 
nhe smiled and said, “Don't 
Kk me, mister. Wt wasn’t for my 
. Ud have done the same thing * 
So kids, don’ give up the ship, If a 
47-year old truck driver can do 1t—so 
can you 


David Landers 
Richmond, VA 


q “HEY, J.T] WHEN NOBODY WAS 


LOOKIN’, | PUT PENNIES IN THE 
CONTROL DECK. | THOUGHT YOU 
HAO TO PUT MONEY IN IT TO PLAYI" 


challenge Jeff Hansen to a duel 
f in Street Fighter Il, A Link to 
the Past, Stur Fox and Super 
Marto Kart. | have beat SFI on diffi- 
culty Level 7 In Marto Kart, I have a 
gold cup in every race except the 
1S0ce Special Cup In A Link to the 
Past, I've got every Item and have 
beat it in tive hours with under 10 
lives lost. In Star Fox, I've got 100% 
on Level 1-1, found the Black Hole, 
got Jl] IS rings im Practice Mode and 
have almost beat Level 1-6, So, | 
suc a challenge to Jeff Hansen, the 
Nintendo World Champion, I will 
destroy him, then I will be the 
Nintendo World Champion See you 
in the ring! 
James “S-NES” Hanna 
River Vale, NJ 


We te pretty ynre that Jeff would 
accept vour challenge, but be warned 
he ts a machine’ You may be attempi- 
ing to bite off more than you can chew 
Any other challengers ont there? 


OH, GREAT. ('M BUMMED! 
WOULD YOU PLEASE FIX 
MY SUPER NES QUICKLY? 


Just wanted lo write because | 
| want to congratulate you on 

your terrific success on Star 
Fox and the Super FX chip. lt's prob- 
ibly the grealest game I've ever 
played, Pd also like to do something 
else—that is delend your comics | 
really like them. Not everybody 
thinks you should get rid of them. 


Donnie Raiger 
Jonestown, PA 


WINNING COMBINATION 
OF POWER CHALLENGE 
TRADING CARDS FOR 
AUGUST '$3 


alee 


#8 


PUNCH-OUTI! 


TETRIS 


o 


Who is the mehtiast character in Street 
Fighter I? Which World Warrior do you 
find consistently wins the most matches? 


NINTENDO POWER 
PLAYER’S PULSE 
P.O. BOX 97033 
REDMOND, WA 

98073-9733 


STAR FOX 


Or, are the skills of each character matched 
exactly? Let us know your thoughts on this 
pressing video game issue. 
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Hoopin’ it up in New Orleans! All the way ee aaa esate 
from Pueblo, Colorado, came Pat Durham, W David Malien 
wrnner of the Player's Poll Contest from Ker Hamada 
Volume 43. Pat and his father, Bill, made the ener Paeee — Pll ie 
New Orleans flight in early April to witness David A Day 


Stava Spaliman 


the 1993 NCAA 
Final Four. They 


Act Director Yosh! Damo 
were treated to Concept & Design —— Work House USA 
is ol The road to New Drlaans was tough for Yukio Yariashita 
three excellent tha pasketballteams from North Caroline WashiOnIO 
games and gen- — Michigan, Kantucky and Kansas, but nat Hiroko Nagam 
erally recetved for Pat Durham All he had to do was Wandy Saivator 
sendin his Player s Pall card! Jaff Hazard 
the V I P. treat- Sonya Moms 
ment A big thanks goes out to Rawlings for pro- | Fob Sao 
viding trckets to all three Final Four games and peosal Maia 
tickets to the NABC All-Star game. Another Aitsuko Yama; 
highlight was the Mountain Dew Slam Dunk & 3- Hiroshi Naka 
Point Shootout contest held at Tulane University. 
Handling this monstrous Rawhngs 
creation was na problem tor “Aur” It was broadcast live on ESPN IF you happened Fox Comic 
Durhem to catch it, you may have seen Pat and Bill. They iustrator/Weter ——— Barumaru ftoh 
i ‘ 
had front row seats Hiustrators. —— Hiroko Nagar 
sim Frisino 
Mahkazu Omer, 
mane Jeff Hazard 
Thie | Kavin Brockschmict 
f eresct une aie ; "R005 , Hiroshi Nakaa 
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Capcom 1991 92 93 


HYPER FIGHTING! 


First of all, the question that Capcom has been hearing 
since the Super NES version of Street Fighter I was 
released, “Can I play as the bosses?” finally has an 

BALROG affirmative answer! With a resounding “Yes, you can!” 
they present Street Fighter I Turbo. No 
codes, no special tricks you have to know, just 
choose ‘em. Street Fighter I is a superior 
game, but SF H Turbo is... well, more superior. 
Much more, in fact. How much more you 
say? Well, besides being able to play 
as all of the boss characters (as if 
that weren't enoughi), the fighters 
are faster, plus there are many new 
moves for you to execute. 


Capcom USA. 1991 92 93 


STREET FIGHTER I 
TURBO 


You can adjust the level of 
“Turbo” you want by adjusting the 
number of stars next to TURBO. 
You can also choose to play at nor- 
mal Street Fighter Il speed In the 
enu you can set each 

Level, set the time 


Configuration 


@ EVERYONE'S IN THE ACT | 


en their moves in action 

but now you get the chance to 

a 5 chiracters’ moves and 

use them on 

the — other 

fighters! Remember, 
though, no one char- 
acter really has an ad- 
vantage, just different 
skalls and techniques 


NO MORE CODES! 


You don! have to enter The computer auto 

any codes to get the mahcally assigns 
same cheracler vs. same a different color for { 
character oplion ach fighter 


& ZANGIEF 


SAGAT 
E. HONDA 


G 
{” DHALSIM 


oo 
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BEST TECHNIQUES 


As described previously, M Bison's 
Psycho Crasher 1s his most potent 
move The horizontally-spmning, 
glowing figure strikes fear into the 
very souls of mere mortals! This 
move 1s almost magical and it's very 
easy to execute If your opponent has 
chosen a character who 1s slow of 
foot, use this move extensively 

M. Bison isn’t the “sirong- 
est” because he's the final 
boss When playing the 
computer, a battle with M. 
Bison may be the tov 
est, but when Play 
selects him, it’s anyone's 
match! We've provided 
some charts for each character The 
first deals with the characters’ “nor- 
mal” abilities (J to 5) The second 
chart gives a projected win %, provid- 
ing Plaver | and Plaver 2 are equal 


ABILITIES CHAR 


A good way Io avoid tha fuabelis thet fighters like 
MOVE SPEED Chun Li Ryu and Ken can shoot 1s to press and hold 
JUMP SPEED Down on the Control Pad and than Press Up plus 


a Punch Button M Bison will jump ovei the fireball 
and wall fly ioward bis opponent wath teat flevting! 
M Bison has gieal range with his kicks Use them 
Jo put @ stop to a chaiging apponant 


JUMP POWER 
ATTACK... 
DEFENSE 


Wr THE 
OWERS PsycHo 
MOVES!= CRASHER 


Rapidly pressing 
.f Punch Button 
feeds glowing 
knucide 
sandwiches (0 


oppo 
fists should not be 


Press and hold the Gantrol Pad in the apposite elied on, though. 


derechan that you re fecing for two seconds and thea 
pless tha Control Pad in the direction you te facing 
plus Streng Punch Press Waek Puneh for a shorier 
Psycha Crasher Its # faotaste move Scary! 


Rely on those boots and keep 
“em flying! A inst nnd furious 
attack wath M, Bison's feet 
nnd legs 1s an 

eacellent way to 

quickly send the 

Thai fighter into. 


NINTENDO POWER Se ge na 


M Bison's fuet fust flying kick often scotes multiple 
his while providing kody protection Try to take 
advantage of his almored boots and shin guards 
Holding the Control Pad Down and pressing Strong 
Kick can quickly pul an opponant on the float! 


By just looking at him you may be 
inclined to believe that Sagal is not 
a very versatile fighter because of his 
large size. Not true Don’t forget that 
this tower of power used to be the 
World Champion! Hts jumping pow- 
¢r isn’t very good, but 

when one of his jumps is 

connected to his fierce 

Tiger Uppercut, watch 

out—he'll send an oppo- 

nent skyward' Use 

Sagat’s long legs to make 

up for his poor lateral 
movement ability Sagat 1s also very 
good at blocking fireballs and then 
shooting off one of his own Tiger 
Ball shots 


Ro TIGER 
\= UPPERCUT.. 
AND MORE! 


Ta execute Sagal s Tiger Uppercut, press Right, 
Down diagonally Down to tha Right. and then Strang 
Punch. Sagal will crouch down and toward his. 
opponent an¢ then wall blas) tus fist skyward 
Hopefully fis opponent wall blast off too! 


To cut foosa with a Tiger Bail shot press Down 

diagonally Down to the Right, Right and then a 

Strong or Weak Punch To fire ana from a kneeling 
do the same thing but substiute a Kick for 


Why not loliow 11 up with a Jump Kick? 


STREET FIGHTER 1 |} 
TURBO | 


BEST TECHNIQUES ~ 


We all know that 4 

Sagat’s Tiger Upper- 

cut 1s powerful, but he 

has some other great 

moves, too! If you want to 

avoid hand-to-hand combat, 
use 4 Tiger Ball 
shot Otherwise, let 
y opponent have 
t  owith Sagat’s 
powerful legs Sagal 
seems to 
rave trouble 
with — oppo- 

nents who have great 

jumping abilities Bring 

them down to carth 


with well-timed 
Tiger Ball shots 
and Kicks 


This ts 2 great combreation for Sagat! First, jump at 
your opponant and give tim a Strong Punch or 
Strong Kick before you land. When you do land, give 
tum 8 Weak Kick. Finally, quickly execute a Tiger 
Uppercut to vastly improve your chances of winning 
tha match If you use a Madium or Strong Kick you 
won't be able to pull off the Tiger Uppercut, 


Here s haw 10 do tha Tiger Crash 
Press Down diago! Down to the 
Right Right and diagonally Up to 
the Right plus a Strong or Weak 
Kick, The strength of the Kick wall 
determina how lar Sagat wall travel 


PROJECTED WIN% 


M. BISON ....50 CHUN Li. 
-40 seth 


Sagat has another excellent combea: 

that takes full advantage of his tong lee 
range, give your appoeent a Weak Kick. Es 
ifs Weak, you shnuld he able to score two fi 


press Down, diagoeelly Down to the Right, then 


sald tip up your 


Right plus any Kick Button. Thia 
o the head 


opponent and deliver a Knes B 
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BEST TECHNIQUES 


Vega's shoes must have steel toes in 
them. They can inflict serious 
amounts of bodily harm Use jumping 
kicks, especially when your opponent 
is stunned. then use punches when 
you land. Vega 1s not very strong when 
it comes to blocking, so use hts quick- 
Ness to move him into advantageous 
attack positions 


his He even likes to 
wear Makeup (but thal's 
nother story) Knowing 
hts mask won't protect it 
from all kinds of atiacks, 
ses tus awesome 
to protect himself 
not frail by any stretch of the 
Imagination, but he ts very tin Ina 
way, It makes him harder to hit He 
enjoys making fis opponents miss 
him with their attacks 


ABILITIES CH 


MOVE SPEED. 3 
JUMP SPEED 3 
JUMP POWER . 5 
ATTACK... BS) 

3 


This combination of moves is very easy to do and 

jal ck IU onl altel aad jump 

‘and give your apponent a Strong en yOu 
land, press Down end tet ‘em have it vith a 

Pe SEV HARE EERE Medum kick, A Stong ick may put yout 

‘Opponent out of range for the next move. 


DEFENSE . 


Another Medium Punch 1s certainly calird for 20 
‘thes situation, If your opponem! kappens to be 
blockang. just keep punching. Vega’s claw should 
be able te breok through the defense of most 
cena that 1s, if he's sill wearng fis 

Ww. 


To execute Vaga s Flyieg Barcelone Attack, press and 
hotd Down then press Up plis a Kick Buiton Vega 
will leap into the air When tha Sparard is just 
above his prey push a Punch or Kick Button but 
keep the Cantro! Pad in the Neutral position 


70 CHUN LI. 
60 RYU. 
60 ZANGI 


ER RRA | Teast wove of ths combeaton may bn enough ve 70 DHALSIM 
opponents. To pull off thts ticky maneuver press an fsa r 
hold Lett then prass Right plus a Punch Button A bell Maa ries ut ciel tees .20 £. HONDA....60 
Weak Punch makes him do one semersauit, Medium fast and furious barrage of foot and ciew. you are 
for two and Strong for three. lucky enough to stue your opponent, don’t ha shy~ 

finish the job and claim the wetory! 
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They'll never tet him back in That's 
OK, he doesn’t really care As long a 
he can bash heads, he’s happy He’s 
doing quite well for himself on 
he Street Fighter circuit Balrog’s 
boxing technique has evolved a bi 
over the last year or so, 

but it still hasn't sunk in 

that he can use his legs 

and feet If he has flaws. 

they are r 
archaic Dp 

street fighting Oh, wel 

Once a boxer, always a 

noxer There certainly aren’t any 
flaws in his boxing gloves, though 
alkin’ power pius His gloves 
may be metal-loaded! It wouldn't 
surprise anyone 


ABILITIES CHA 


MOVE SPEED 
JUMP SPEED 
JUMP POWER 
ATTACK... 
DEFENSE .. 


e 


MORE 
POWER — Puncuine 
MOVE ES VARIETY! 


Like we said before Balrog s a ot more active these 
days Hes really moving wel) and pecking more of @ 
Ohelsim excluded his Strong Punch 
has a ferther Teach than most cumpeutors Kicks. 
However speaking of Kicks Balrog doesn 1 


Press and held Left. then press Right plus @ Weak or 
Strong Kick to execute the Desh Uppercut, Just 
because you re pushing the “Kick” Button doesnt 
mean helt hick. He ce@'t You can held all thres 
Punch Buttons for a reelly coo! spinning punch 


Guaranteed to cause severe damage, the combi- 

nabon can give Balrog the upper hand, or should 

we say the upper glove? Start off by jumping and 

ad a San oe eu os re in the att, 
en you land, press diagonaity Dawn 

to the Left plus Weak Punch Next, press 

Loft plus Weak Punch. Finish the skull 

crackin’ combination by pressing Arght 

plus Strong Punch, 


STREET FIGHTER I 


TURBO 


BEST TECHNIQUES 


Good delense 1s a great technique 
Since Balrog can’t jump very well iUs 
important to have his jump timing 
at Ifa slow fireball 1s coming 
toward you, you'll have toyump diag- 
onally to clear it 


{f you anheipate that your 
opponent 1s going 10 teap 
i the air et 


e Desh Up 
When he lends. yo 
should be moving forward 
and connecting Balrog s 
glove to hus face 


S 
ger TEN b} 
Za 


‘\ 
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Qur Volume 38 cover 
guy 1s back for the attack 
His flat-top is in rare 
form! As you can tell 
from the Abilities Chart, 
Guile rates just average 
im éach category. Sure, 
he’s strong. but what's 
more important 1 the fact that he 
has no major weakness He's a very 
well-rounded fighter. He should do 
well in the newest Street Fighter 
competition 


MOVE SPEED. 
JUMP SPEED. 
JUMP POWER 
ATTACK... 
DEFENSE .. 


Thts ts a move that Guile cen pull otf very quickly It 
Involves quickly pressing Left and than Right plus 
Medium ick A Weak Kick or Strong Kick won'l do 
the trick. Use this move Io fend off a han? chargyng 
‘opponent, 


Guiles favorite power moves ara still Ihere for you to 
se. Press and hold Left then press Right plus eny 
Punch Button for the Sonic Boom The Flash Kick 
can be executed by pressing and folding Down then 
pressing Up ptus any Kick Button 


NINTENDO POWER 


‘While a penertul combination, 


can be a bit difficult 


the face wall be the result, Whe 


Down aod precs Medium Punch. Ly 


should be able to give your opponent = Flas 
that fui! be remembenng for a tong time? 


iu 
ih Kick 


BEST TECHNIQUES 


Guile’s legs are machines! When 
he’s crouched down, he's more of a 
threat because he could choose to 
unload with a vicious Flash Kick or, 
among other things, just give an 
opponent a Strong Kick Guile 
should really get a lot of mileage out 
of his new Knee Bazooka move 
Bazooka may be a bit misleading 
Guile can fire this baby 
off in rapid succession! 
Another great move that 
you can use successfully 
1s to follow a Slow Sonic 
Boom with a Strong Kick. 
It's like scoring two hits! 


Blanka ts one strange character Out 
of all the competitors, he looks the 
nost un-human and certainly lights 
with the most unorthodox sivle 
Nonetheless, he « human and there 
by qualifies Jor the Street Fighter 
tournament No aliens 

lowed At least . nol 

et That's all we can 

say about that topic The 

Brazilian maniac has 

dyed his hair a rathe 
suave-looking bluish-pur- 

ple His previously fire- 
colored mane 145 now reserved for 
Player I] Ifyou can master Blanka’s 
echniques, you should be able to do 
extremely well 


AB ES CH. 


MOVE SPEED.. 
JUMP SPEED. 
JUMP POWER 
ATTACK... 
DEFENSE 


SARE 


wa 
ery 
7 
than one combt- 
nation of moves in tus bag of tricks 
The first snvol ressing Up to 
jump at your apponent lus Weak 
Punch When you fand, press 
Medium Punch but Inave tha Contra 
Pad in the Neutrat position. Finally, 
ess Down of diagonally Down to 
eft alus Strong Kick. 


When Blanka lucks himsalf into a squatting positon 
ha has the most attack apnons availabie Io him Ha 
can now execule 9 Vertical Roll Press and hold 
Oawn than gress Up plus » Waek or Strong Kick. 
Tha kick strength determines haw figh ha jumps 


A great defansive position Blanka s crouch provides 


hum wath tha opportunity to send an electncal charge ‘ 
Though his body Tap 2 Funch Button rapidly for thes Mohalla Ul ed tal aig 


steps he abeve-mantioned combination, but you 
‘end with Strong Kick instead of Strong Punch. Unfor 
tonately. depending on the size of your oppanent. ths 


mave. Press and hold Left and then press Right plus 
a Punch Button for a Rolling Attack 


Tove won't prove effective all of the time. 


STREET FIGHTER I 
TURBO 


BEST TECHNIQUES 


Blanka considers his Medium Kick 
to be his best leading attack because 
he can almost always follow it up 
with another move without hesita- 
lion, When your opponent is jump- 
ng, let loose with a Rolling Attack 
when he ts about to land 
Its really amazing how 
Blanka can get so much 
ry rolation on his brutal (but 
oh so nice) Rolling At- 
tacks Stick 1t to your oppo- 
nents with this move 


80 £. HONOA.... 
50 
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BEST TECHNIQUES 


Ken's Shoryuken (Dragon Punch) 
covers more area than it did in the 
previous Street Fighter game This 
means that Ken can be standing far 
ther away from hus opponent and still 


connect with lull foree. The Contro 
ad movements required for the 
Shoryuken aren’t very intuitive, s 


plenty of practice ts tr 


Like Guile, his Amertcan them down pat 


Street Fighter counter. 


ed fighter. He 
karate skills with Ryu in 
Japan from a well-known 
martlal aris master 
Instead of the bright red 
outfit he wore in the previous Street 
Fighter competition, Ken now wears a 
purple version of the same. Of course, 


he's still got the biack belt. Never 
leaves home without it! 


A very easy but vary 
Powerful move toi Ken ts ta 
crouch down and give an 
opponent a Streng Kick. Ha 


JUMP SPEED 


JUMP POWER can swing bis leg eut quite 
ATTACK... far This move is best fo use 
DEFENSE ion ur 1s lending 


POWER.< Fisrs [Pam 
MOVES:< & Force! annem 


damage with thus excellent 

‘combinstioa of moves. First, move in 
chose and let “am have it with 

‘a Strong Punch whila tha Conbol Pad ia 
va tha Noatral position, Without hesi- 
tation, execute a Shoryuken by pressing 
Fight. Down, then diagonally Down to 
the Right plus any Punch Button. 


Tetsumeki Senpukyekut™ (Hurricane Kick} Ken yelis this 
out when he spins inta this powerful meve Press Dewn 
dragonaity Dewn fo the Left end then Laft plus any Kick 
Buttan A Streng Kick will meke this move lest longer 
Ren ceaieal Vunone ot in isret a Ken wont take eny demage from e fueball 
he 1s executing e Shoryuken The Shoryukes 1s 
also a great recovery move You can quickly rip 
one eff when you get up off the ground 


PROJECTED WIN% 


\ M. BISON 60 


‘40 AYU... 
e -60 ZANGIEF. 
Jump towed your upponent and just hefora you land, 0 OHALSIM 


want to heer Press Down ciegonally Down ta the Right 
then press Right plus any Punch Botton. A fireball will [heen tani age A aa secceeee 40 E, HONOA....60 
appear fram Kens hends end wall streak across the hs Wl bot) Cotta) 50 

immediately »nto a Shoryuken. Make sure you use-a a 


“Hedokant™ (Fireball) Just whel en opponent doesn t 


scleen Punch stength determines its speed 
Medium, or preferably a Strong Punch, with the 
‘Shoryuken. This anergy-drainer 1a second to nanel 
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People thought Chun Li was crazy 


tour 
rament, but ese Warrior 
Was not about let anyone else 
make the decision for her She was 
wellprepared, having been training 
or most of her life She is 

nfien called the World's 
Strongest Woman. We 
don’t doubt it one bit As 

yu can see from the 

Abilities Chart. Chun Li 
has incredible jumping 
ability This comes from 
her light weight and her ultra-power 
ful legs This being the case, it’s 
for her 10 use jumpin iz 


DEFENSE 


* MORE 
PUNE = VARIETY FOR 
Ayo ONG? cHun 1 


Chun Li fas studied Ken and Ryu s Hadoken move 
extensively and has added a similar move ihe 


Kikoken to het fighting techniques Press Left diag 
natly Down to the Left Bown diagonally Gown to 
the Right, then Right plus Weak or Strong Punch 


Press diagonally Lip to the Right to jump 
Chun L's most powerful lack i the Lghtning Kick RNA a OER 
Press any Kick Button rapidly lo exacute tthe tet dor Wie ies sates be Sr 


CSIR ROME — Modum Punch, Follow ¢ quickly vain 
te stevated to a new level in this pame Press and a Strong Punch with the Control Pad 1n tho 
hold Down then press Up plus a Kick Button fHeutrel potiton. Last ext loese wat 


u Lightring Kick. 


STREET FIGHTER 0 
TURBO 


BEST TECHNIQUES 


Chun Li has a new move thut can 
work wonders if used in the proper 
position. If you are standing near 
your rival and you want to g 
quickly, press Left or Right f¢ 
Strong Kick She will bounce up and 


away 
plus 


over to the other side of 
him) She'll then be in 
position for an attack! If 
you press Left or Right 
pilus Medium Kick when 


you're nding close, 
she'll give him a fairly 
powerful flipping 
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Always uware of whal’s 
going on around hin, in 
fife and especially in the 
Street Fighter tourna 
ment, Ryu has his sights 
set on winning the ttle 
Not that it’s dn uncom- 
mon godl, is just 

Ryu has much to p 


Fluke or no, Rvu beat him fairly 


MOVE SPEED 
JUMP SPEED 
JUMP POWER. 
ATTACK. 
DEFENSE . 


you know Kens moves Ike Tatsumaki Sengu 
kyake you know Ayu s moves and vice versa They 
just {ook different. Ryu {tke Ken has gone through 
His previously white fighting 
eplaced with a light blue outit. 


Hyu finds 1 very easy to launch many Hadakens 1n 


tapid succession If yeu s 
easily wath this mancuver there shauld be nz 
ta stray from tt. Big ol Sagat still has to be scare 
of Ryws amazmg Shoryukan 
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tory over Sagat in the first Street 
Fighter tournament was a fluke 


to anil yout opponamt 


BEST TECHNIQUES 


An offensive move that ts also a good 
delensive move ts the Tatsumuki 
Senpukvaku If a fireball hits Ryu 
while he 1s executing this move, he 
won't be damaged Ryu’s Flying 
Jump Kick and Low Sweep Ki re 
long time favorite moves of his and, 
f well-placed. can potentially undo 
in opponent’s chances of victory! 


Ryu is an extremely fast puncher and wall not 
hesitate to do an opponent in with punches f he gets 
the chance ff ha happens in stun his rival, move in 
close and than pve him a Strong Punch wath 

tha Cartrol Pud in the Neutral positian. Follow 

that move up wath a Shoryuken that uses 

a Medivm or Weah Punch You'may miss him 

if you use Strong Punch. 


Ayu's second combination of moves takes tha 
previous combinatian ane step further Begin the 
combinatian by jumpmg toward your opponent and, 
before landing, press Strong Punch, Ryu 

vail sirike @ downward blow to tha head of 

the opponent. Don't waste tima trying to 

figure out what move to do next—the 

‘timing of thts move ts cntcall 


M. BISON .... 
SAGAT 
VEGA. 
BALROG . 


‘When you land, fet ‘em hove it vath a Machu 
Puneh A Strong Punch may be too forceful and 


40 DHALSIM 0 


auld very well put your rival aut of reach for the * 
final Sieyaiah facial uses a Medium ar GUILE 50 E. HONDA....70 
‘Weah Purch Agam. using a Strong Punch with BLANKA. 50 


this particular Shoryuhan may cauce Ryu's fist to 
mss tha intended target. ff Ryu does happen to 
miss. quekly set up another Shoryuhan 


Zangief has long 
hobby of bear wrestling Ht certainly 
was fun, but there just wasn’t any 
money init! Not to mention no peer 


since quit his 


ecogmition Recognition is wh: 
Zangief desired That’s why he 
entered the Street Fight- 
er competition The Abil- 
ities Chart tells the tale. 
Zangief 1s very slow and 
nol too mobile, but what 
he lacks in agihty, he 
more than makes up for 
with power You 
inch u 


@ experienced 
Clothesline 


Lac 
‘ade If you're confident with 
hand combat, go for Zangief 


ABILITIE HAR 

MOVE SPEED. 2 
JUMP SPEED. 2 
JUMP POWER 1 
ATTACK ....0 5 


DEFENSE ccenmennens 


Te execute Zangief's Spinning Clothesline Anteck 
move press all three Punch Buttons simultaneously 
In this the Turbo version of Street Fighter I] Zangiet 
now tes the ebuity to move toward fus rival while 
pinning 


Qut of ell the movas that any of the fighters can do 
Zangief s Spinning Pilednver mave produces the 
largest amount of pein Rotate the Control Pad 360 
degrees in either direction and press eny Punch 
Button es you fintsh the rotation 


STREET FIGHTER II 
TURBO 


BEST TECHNIQUES 


The Spinning Piledriver move ts so 
good, we had to say more about it! 
Here's the best time to do it. take a 
step toward your rival after he kicks 
and misses After you step forward, 
go for the 360 degree move 


‘Three convincing hits walt be scored by thin display 
of power Start st off by ynmping toward your nval 
and pressing Strong Punch white in the oi Land nn 
the other side of him and immediately press Down 
plus Medinm Kick or Medinm Punch, To complete 
this devastating round of debrirtating offensive move- 
ments, press nil threu Punch Buttons simnitaneously 
to end np with n Spinning Clothestins Attack, 


Zangief’s secand combination of moves is more 
impressive than the first, Jump mi your epponent and 
ve 1m A Strong Punch. When you tand nn the 
other sidn of him, press Bown nnd give him n coupin 
‘Weak Punches. Next, land a Weak Kick wath the 
Control Pud in thn Neutral position. Finish the 
exhidrbon wath a massive Spinmag Piledriver 
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BEST TECHNIQUES 


Dhalsim could be thinner than Chun 
Li! Tis enables him to avotd many 
types of attacks He’s going to need to 
because he's very weak in the Defense 
calegory When an opponent trtes to 
hurl a fireball or a Sonic Boom at 
Dhalstm, press Down plus Strong 
Kick Dhalsim wil! hit the ground and 
slide under the attack 
Dhalsim has been franu- 
cally practicing his fight- 
techniques stnce the 
last round of Street Fight- 
er competrions He's 
come up witha move that 
Is sure to surprise every- 
one! It’s the Yoga W. 
He even surprised himself the first 
time he did tt He uses tt matnly as a 
sive move, but ttalso gives him 
the ability to gelintoa morc effective 
attack posttion 


JUMP POWER. 
ATTACK.. 
DEFENSE .. 


The Drill Attack sometimes known ns the Corkscrew 
Attack has 2 coupin of variations, Ta da it press Up 
‘You might ns well take ndvantage nf Dhals ity then prss Down plus Strong Punch ot Strong Kick. 
to radically extend his arms. Jump toward your oppo- The pasion of your epponent wall determine whether 
ent nnd press Strong Punch before you (nnd. When you will use the Strang Kick or Strang Puny 
you I Strong Punch wil cause Dhalsim to 
; less of an angle thereby giving 

us spin more distance Pressing 
Strang Kick increases the angle 

af Dhalsim s. descent 
Use Strong Kick if 
your opponent 1s 


For the Yoga Warp press Kight, Down then diage 
nally Oown to the Right plus oll thre Punch 
Buttons Dhalsim will disappear and reappear to the 
right of hts epponent, Change the Right moves to Left 
1m order to reappear ta your opponents lett 


Ohelsim ts able 10 grab and toss his opponent. Its a 
good idea ta attempt this move only when your rival 
Is stunned Move in close and press Left or Right 
plus Medium Punch or Strong Punch Ohalsim will 
extend his arms to grab te head of hrs rival end 
then will chuck fim over his shoulder 


PROJECTED WIN% 


M. BISON 


Dhelsims mouth ts es deedly es ever To do the Yaga 
Flame rotete the Control Pad from the Left end down 
eround to the Right and then press a Punch Button 
Press Down diagonally Oown to the Right. then 
Right plus a Punch Butten far the Yoga Fire. 
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STREET FIGHTER I 


NEW-FOUND 
AGILITY 


Of all of the Street Fighters, E 
Honda has probably made the great 
est improvement in agility since the 
last round of World W: ompeti- 
ions He's re 1 to moving. 
iround the fighting arena It’s only 
natural for him to make 
this kind of imp: 
ment, though. Comi 
I Sumo wrestl 
und, he didn’ 
have to be as agile in the 
ring Ilowever, asa Street 
Fighter, if he didn’t show 
hat he is mobile, the other fighter: 
would be able to exploit his obvious 
weaknesses If you shied away from 
F Honda before. try him now! 


BEST TECHNIQUES 


Even with his wide base, E Honda can 
get tripped up farrly sily by low 
kicks, but he has a good recovery 

iove Press Strong Kick when geting 
up off of the ground Previously una- 
ble to move while unleashing the 
Hundred Hand Slap, § 
Honda can now keep ap- 
plying constant and unre- 
lenting pressure with this 
powerful move by press 
ing the Control Pad to- 
ward his rivat Keep it 


JUMP SPEED 
JUMP POWER 
ATTACK. 


R WAY 
= BEYOND 
ti ES= sumo 


move may shock his opponent 

expecting such agility fram such a 
Press and hold Oswn than press Up 
pls Weak Kick or Song Kick E Honda wil spin 


‘ =f 
M. BISON ....60 KEN... 


ap I 
give him a Medium Kick before you tind Coming 
‘down on the other sido press Left and-dish out 

icks. Finish tha series wath a 
Button rapidly to make i happen lazing Hundmd Hand Stap. This combnat ter sr 
just what if takes to finish off an opponent! 


Psycho Crasher Press and hold Left, than press 
lus @ Punch Button E Honda can now move whila 
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GE CAMPY ApvENT URE 


Kanami’s funky new Super NES 
title may be reminiscent af a 
bad harrar flick, but the game 
is first rate fun. Its 45 levels, 
with names like Terror an Aisle 
5, Chapping Mall, and Mars 
Needs Cheerleaders, are packed 
with zambies, aliens, and 
chain-saw-wielding = maniacs 
amang athers. It has a 
Passward feature, a hairy twa- 
player simultaneaus made and 
yau can play as either Zeke ar 
juhe, whase abilities are equal. 


TT 4 | 
: a ee cl 
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neighbors. 


mumefichi! Or Fizz? 


You carn points in this off-beat 
adventure by rescuing neighbors and 
destroying zombies You start with 
ten neighbors to rescue—and if you 
hear a shrill scream, you'll know that 
the zombies beat you to one of them 
If the zombies get all of the netgh- 
bors in a level, the game’s over In 
the carly levels, you can take the 
time to build up points by wiping out 
enemies, but in later levels you'll 
have your hands full yust making the 
rescues. 


RA D 


Press the Right or Left Button to make a graph appear in the upper 
left corner of the screen In the two-player mode, Player I's graph is 
in the upper left, Player 2's the upper might When you get close 
enough to your netghbors, they appear as flashing dots on the grid 
The dots get closer to the grid’s center circle as you get closer to your 


ZOMBIES ATE 
MY NEIGHBORS 


i HD St 


As they work their way through the 
levels, Julie and Zeke can collect 
vanious objects that will help them 
counter the monsters’ atlachs 
Oy KEY 
Y You tl find Keys in many places 


Me sometimas in plain sight other times 
“4 hidden They open standard doors, 


GHOST KID POTION 


Whan you drink the bluo Ghost Kid 
Potion youll turn blue end become 
invincible for 0 bref pried. 


DECOYS 

Temporanly distrect monsters such 
as the ruthless Chainsaw Maniac by 
putting aut Glown Decoys. 


= SODA POP CANS 
hay Vory useful sgainst Evil Dolls the 
J Soda Fop cans axplada an impact 
You It find thom by the sax pack. 


WEED-EATER 

Use tha Weed eater to mow down the 
prickly weeds—und persistant ana 
mes thal prolifarste in soma areas. 


. PLATES 


Send these platters sailing to cut 
dawn approaching enemies. They'ra 
useful for attacking from afar 


TOMATOES 


Normally tet 2 powerful weapon 
Tomatoes are nonetheless effective 
‘against vegetable hating Martens 


SKELETON KEY 


‘Skeleton Keys, which open Skull 
Doors ara usually hard ta coma by 
Beat big enenues to earn them. 


RANDOM POTION 


The botle with the question mark 
holds mystery pation its effect aught 
ba gaod—or it might be very bad. 


PANDORA’S BOX 


Opening the gold Pandora’s Box 
unleashes @ funous attack thet 
wipes out all anemies in the area 


BAZOOKA 


Tha Bazsaka 1s a blast Use it to 
low holes in hedges and cracked 
walls, tts olso useful agains! Ants. 


ANCIENT ARTIFACT 


> The Ancient Artifact spins 3 


protective cirla of fire. W's effectve 
aganst Werewolves and Mummies. 


BUBBLE GUN 


The Marian Bubbla Gun temporary 
encases enemies in big bubbles, Try 
ion Mommies aed Ants. 


ICE POPS 


Jea Pops pack a powerful punch tts 
the best weapon for slopping those 
aggravating Jelly Blobs 


MONSTER POTION 


The red Monster Potion turns you 
inte an invincible beast capable of 
pounding through walls and hedges, 


SPEED SHOES 


Not your ordinary tennies. tha Speed 
Shwes let you shift inte overdrive to 
outrun your anamies 


SQUIRT GUN 


it's your only weapon to begin with 
and refills ore easy to find It works 
weil with average monsters 


FIRE EXTINGUISHER 


Tho Fira Extinguisher freezes 
enomes but anty tamporanly Use it 
tb hatt apprasching Jelly Blobs. 


SILVERWARE 


When mansters epormech, i's DK. to 
‘threw your Silverware. It's very 
useful for skewering Werewolves 


FIRST AID KIT 


» The box with tha red cross ts a First 


Aud Kit Usa it ta completely refill 
your energy meter 
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er’s treasure! 


Both Julis and Zeke | 


are good svammers. 
te pel nt oe 
ag in, 


| You'll learn the ropes in Level | Remember 
ploring for valuables such as 
ghbors are the ones standing in 
floating in pools or jumping 


your neighbors first, then 
Keys and weapons The most vulnerable 
nlain sight Neighbors who are locked ido: 
m irampolines are less likely lo be attacked If you're going for the high 
score, lind all of the Cheerleaders—they’re worth 1,000 points each The 
east valuable” That would be the Barbecue Guy, who is worth a paltry five 
of the Trash Cans, too You never know wheal 
your neighbors might have thrown away One person's trash can be anoth 


points Be sure to check 


TRY THE 
TRAMPOLINE 


If you become surrounded by mon- 
sters, avoid them by jumping ontoa 
Trampoline, You'll be safe there— 
and the jumping graphics are great 
fun! Trampolines are also useful-for 
bounding over walls. 


up on you, leap 
onto & 


Trampoline. 
Jump frum there 
‘over ths wall tp safety. You can also exit at an 


find 


SHORTCUT 


Sometimes there are shortcuts hi 

den in the hedges. When you see a 
hedge like this one, try walking 
through from all angles. Here, the 
path leads from an opening by the 
tree to the graveyard on the right. 


Blast the Zombie au it appears. then enter the 
hevige through the opentny by the tree You'll 
breorge in the greveyard on the nght. 


LEVEL 4 Multipie clones of Stanley Decker, the Chainsaw Manuic, are on the 
loose In Level 4 When they sense your presence, (hey hone in and come after 
you with chainsaws revving Use the Clown Decoys to distract them while you 
get away and search for your neighbors amid the maze [f you have Monster 
Potion, use it As the Monster, you can punch right through weak spots in the 
hedges The Bazooka ts also useful, but be sure to save one blast to break into 
the upper left urea and pick up the Bazooka refills there Speed Shoes come in 
handy, too 


There is an opening here that leads’ 
fo the ares on the left. Walk 
through, then go down to rescue 
the little girl on the Trampoline. 
She’s the least vulnerable neighbor, 
though, so search for the others 


Go-nuts with the Bazooka! If 
you blast lots of holes in hedges, 
either to rescue neighbors or to 
clear the way, you’ll get bonus 
points for Massive Destruction, 


‘Walk through the shortcut in the hedge, then rescue 
the gil on the Trampoline in tho Tuwer left. 


cast taf > we ie a 


LEADER 


LEVEL [2 What linally motivated Martians to visit so the Speed Shoes are really helpful here If they hut their 
earth? They need Cheerleaders Maybe they don't make target—you—you'll be encased ina bubble for a while Be 
pompons on Mars Al any rate, they've shown up ata carelul on the field—the players knock you down if you get in 
loeal football game and you have to rescue the Cheerlead- the way You also have to watch oul lor the huge spaceship 
er squad before they end up on their way toa new planel that hovers overhead If it homes in on you, it'll zap you with 
The Martians are fast on their fect and quick at the draw, an electrifying rav that saps your strength 


The ship bears Martians down, one afte the 
other, When you see a glowing ball, one’s 
about to appear. They dog your tail, but one 
way to get rid of them is to run away, then 
quickly turn and shoot, They hate vegetables, 
so if you have Tomatoes, toss ’em. 


(t's hand to'loxe Martians. Run 
away: then quickly turn and fire, 
Usa Tomatoes if you have any in 
your arsenal 


TENDO POW 


Watch your step on the foot- 

ball field-it’s easy to get 
flattened. If you get nailed it 
knocks you back several yards, 
and it hurts, too. When players 
drop their shoulders, they’re about 
to charge. 


LLVLL 22 You first tread on Dr. Tongue’s 
territory in Level 7, Dr Tongue’s Castle of 

tror Now he’s out for revenge, and he’s 
cooking up trouble in his laboratory Befor 
you enter, check outside the castle walls for 
Keys If you don’t have the Ancient Artifact, you'll want to 
get the one that you can see from the castle entrance. Go 
Jefi, through the door and turn left at the top of the stairs 
Turn left again when the hall ends. When that hall leads to 


When you close inon Dr. Tongue’s Lab, a swarm 
of bats will attack, then, when they swirl toa stop, 
they transform into a Vampire, who also attacks. 
Get rid of the Vampire so you can explore without 
being hassled by the bats. 


I 7 iil Once you ve entered the bats’ 


ater, thoy wall follow you 
* LSE) theugh tho level attacking 
frequently When the Vampire forms, 
jhe throws deadly rays in your * 
irection. He best to get rid of tha 
Vorpun before you try exploang. 


Go to the Lab and drink the 
poses tea ‘thin pound the 
impira every time it appeers. 
‘When tho hats leave the screen, 
they {and the Vampire} are gone 
for good, While stil « Monster, 
ulvonze the electnfiod 
renkensten wannabe ton 


ZOMBIES ATE 
Y NEIGHBORS 


aroom, walk to the right through the wall to get the 
Artifact Use it to protect yourself from Mummtes 
and Werewolves Rescue your neighbors, then go 
exploring. 


if you get the Bonus Block from behind the Skeleton 
Door, you'll be rewarded with a Bonus Level. You must 
find a Skeleton Key to earn the bonus. 


Find the Skeleton Key, then take 
aS UD PR 


_ 


& 


pre 


Thero's « big Baby in the Banus 
Level ff you bave Monster 
Potion, use at 


PEN EL 25 Giant Ants and 4 big Baby 
make eaploring the ground floor risky. 
bul you have Lo go for il to get to the Trampoline in the 
corner of the lower level Bazooka-blast shop windows tu 


get the items inside You don’t have to deflate the Baby, 
but sf you do you'll get 700 points for rescuing the fitile 
Baby and a Skeleton Key that will lel you reach a }-Up on 
the second floor 


Where is the last neighbor?? Go to the 
Trampoline on the lower level and hold 
Left and Down on the Control Pad as you 
_— jump, You'll make diagonal jump to the 
a upper Jevel and land in an area that you 
can’t reach any other way. That’s where 
you'll find a neighbor and a 1-Up. 


ts it worth a 1-Up to tackle the Baby? If you 
have some Monster 

Potion, now's the 

tima to use rt 


The lower lett comer of 
the upper level 1s acces- 
sable only hy Trampoline. 
Use one Trampoline to 
[ump dain up to the 
brea, nother i all) 
to get back down. 
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1"o @ornnew es 


Scads of Anis emerge from the 
dark pools, There are several 
Bazookas lying around, but you 
have to beat the Ants to them 
before they carry them off. If 
you have any Ghost Kid Porige, 
use it before you go for the 
Bazookas, = Po 


it laoks tike the mall could use ie ‘oxterm- 
peels i the Ants atiack, use the 


ZOMBIES ATE 
¥ NEIGHBORS 


u 


LEVLi 29 When Zombies havea party, they invite all l 
of their evil cohorts As you search from room to room 

(and it’s a big house) you'll meet practically all ofthe J 
monsters that turned up earlier in the game t 


N 


Zombies, Martians, 

Werewolves, Gill- . 

men, Evil Dolls, 

Mushroom Men, 

Chainsaw Maniacs 

~they're all here, sus 

upon you. ene 

's Box would come ta 
_ handy night ebout sow, 


¥ 
a Ales 4" 
The Zombies bavelots of valuables | JA. : 
fay around the house, Blast 
tnto this oom and cash in, 


4 


Two gamers can play simultancously in the two-player version, and with two 
people pairing up to save the neighbors, you can make quick progress The 
action is scary and hairy when there are lots of monsters on the screen 

at once, so you have to cooperate You have to stick pretty close 

together or one player can get stuck, 

especially in large maze-like levels 

You can cover the other player when 

monsters are about to attack and use 

your weapons and items when he or 

she runs out Although cooperation 

isthe key to winning, the player who 

rescues the most neighbors gets 

bonus points at the end of the level 


q a he — i oe he he be yo me 
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| RIPLEY'S WORST NIGHTMARE ( 


The crew o marine ship Sulaco has been wiped oul, except for one 
survivor whe crash lunds on Fiorina 16], Ripley finds hersel 
son mo: thin anything she can dream of, Ic has 


pri- 
r ft Acclaim has turned thi k, almost 
£ movie inte an eplional game tor the Super NES, As 
must un dozens of missions while fighting off a 
constant assaull of all Unlike in the movie, Ripley has her standard 
arsenal of Name thrower, automatic assault rifle, grenade launcher, and 

motion detector. Arrayed agatnst her are aligns in every stage of di 
1 from tace-hu to giant Mother Aliens The challenge is 


be ¢ 1 sso hig 
an Ke Y AIETUIR SOE. edema Nieminen 
must solve Review missians 
blueprints ot the person 


You te the hunted one 
ut you ve stl! got 
a job to do Alien? is, 


You can perform missions in any order and 
ge at will Once you ve finstied the ms 
3 password and move an 


{tH 


SPST TL LLLALLLLLELLLLLLELLLELLLLLLLLLLELLLLL Eh 


PEEP 
SCOSHTIXFSCFCHDOHNG9GS eo0en0s 


eoane 


Ripley may not have been a marine, 
but she has the skills to be a black 
beret thanks to play contro] that 1s as 
sharp as a bayonet, and just as dan- 
gerous The prison compound on 
Fury wasn’t intended to be easy to 
get around in, which leaves Ripley 
with no choice but to climb, crouch, 
Jump, swing and run her way 


through the alien infested corridors. RUNNING BAR SWING|| CROUCHING 
Amazing animation makes Ripley Aunning may be tha When the floors and || This defensive move ts 
-omenaliPtHOtTATStMe eee most dangerous it though | | walkways of the com || one of the best In ier 
come alive But to stay alive she'll trav fol Ripley pourd giveout soe 
have to resort to brute, alren-splat- Upcausa there 1s; to blest them, fo look up. Ripley can | | shoo! straight ahead 9 
tering force Ammo 1s limited, so always bound to be J} places sha must make J } swing from bars and 


you must shoot smart. 


‘an align just ahead, hand holds overhead. 


NY 


FSY, 


nn 


4 
Ripley's Pulsa Rifle spits owt a steady stream The Grenada Launcher packs more punch but The Flame Thrower hes less range than tha ~se 
; of lead Each chp contains 100 shots. Fire in each chp holds enly 10 grenades, Use them nia bul Wis uebestabla against certain alvons, 
: short, directed bursts, agoinst the toughast altans the aggs on particular i} 


| 


Survival on Fury [6] tsn't just a matter ol 
toughness and fire power You have to play 11 
smart Each stage ol the game takes place in 
the areas surrounding a major corridor 
There youll have limited resources. Your 
first move should always be to find a Terni. 
nal. Examine the missions and take on the 
least challenging one first so you get a chance 
to scope out the area Before leaving the 
Terminal, spend some time exploring the area 
using blueprints. You'll be able to spot caches 
of ammo and medical supplies. You'll also be 
able to spy trouble areas like nesting corridors 
Ifyou know where you are and where you have 
to zo to get resupphted, you'll stay alive 
When moving into an area for the first 
ume, Crouch forward and use your Pulse 
Rifle for everything except the egg nests 
Whatever you do, don’t get sandwiched be- 
tween attuching aliens! Only fire a single 


‘shens contnua to pour aut of it. 


at Sr ed = aris | it safe havens, but they cen Gramnine the blyepniats far your mission abjac. 
‘Ou. a md d ‘ ha i: 
round at small and medium sized aliens to ie Fiat Ub kits on aac oe ‘aves and axira Supplies. Knwwdedge equals 


conserve your ammo When you're down to Shits walneal” 
30% energy, go quickly to a Medic Bay. 


One osee 


“TEEEEEEEPETEREEEPEEEEEEEE EET EEE EEE HEE 


Tiddidlddddddddddddldiddddddddddddddddd | ecsd 


7 1 % Always take clips of ammo since you can stone 
Se ae ee ee ee up te ten of them, unlike canisters of Fame 
Thmver gas 
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Corridor #1 (A) 


Weapon 
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Area #9 (0) 
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Mine 
Area #22 [C 
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threaten her at every step, but they aren't quite 


nurseries. The number of eggs re 
from Ripley, so you'll have to sea 
mussion early on while ammo Is s 


easy to find 


TERMINAL TO: Assembly Hall #1 |E! 


Cell Block #2 |F 


peep en 


ed 


f ere 


eee: deme) Ce 


HUNT OR BE HUNTED 
|| PRESSURE POINT 

| HEAT IT UP 
}| POWER LINK-UP 


Ripley’s first missions on Fury include rescuing prisoners, repuir! ng 
malfunctioning systems and mopping up an dlien nesting ¢ 
s thick 


TO: Bug Wash #12 |G/ 
Medic Bay #9 \#) 


l mI 
CLOSED DOORS ry 


und Aliens 
s later in the 
game Begin with the relatively easy Hunt or be Hunted Mission in which 
you have to rescue some prisoners. The most brutal mission (Heat It Up} is 
cleaning up Waste Ared #3 and Alien Corridor #1, both of which are alien 
S almost continuous fire power 
ut caches of ammo Tackle this 
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< CORRIDOR #12 ¢ 


TO: Waste 
Asea #2 (1) 


G ra | 
z= 
Ix) 


om x1 


TO: Medic 


Bay #8 |J) 
Cell 
Block #4 [X] 


a Ammo 


a Flama 
Gas 


fe Grenade 


aL First 
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LULL 
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ja 2 
Fuse Box x2 Fuse Box H Sea 24 Fusebox. x2. fuse Bax 


‘DON'T HANG AROUND 


Ripley must keep on the move to avoid bemg 
set upon by aliens. If you’re not sure where to 
go, ot if you just need a breather, stop ata com- 
puter terminal where you are safe, 
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e demanding 1h 1 
sure leaks, broken power generators, shorted 
lic cyt gr 


route on the pipes Then tack! 
prisoners The Po 
Hangar Bay #4, then all 


that you stop in Me © replenish Rip! 


TO: Furnace Area #6 A) | 
nF 
- 4 oH TO: Cell 
ed bel a oe EE 
Furnace 
Area #7 [E| 
‘To: Alien 
‘ Corridor #2 |C 


TO: Hangar 


| Bay #4 F| 
Assembly 
Hall #2 \G/ 


TO: Assembly 
Hall #2 |G) 


| | TO: Furnace Area #6 (a | | TO: Bug Wash #B/6) | 
> ial} | __10: Bug was! 


7 TO: Weapon| 
Room 
#81 \ 


- SS SSS TO: Alien _| 
‘ TO: Medic | j E i : Corridor #2 |C), 


Bay #3 4) ESE — p= Ee 


SECRET PASSAGES 


Not all of the walls are as solid as they Jook in 
the area shown here and throughout the pri- 
son base, Ripley can find items by leaping 
through seemingly solid steel. _Ifan area seems 
inaccessible, its 1 pretly good bet that this is 
how you reach it Aiso look for areas where you 
jump down 


aoe De ad 
POWER TO THE PEOPLE > (F/I) 


Fil 
= al 
> [H] 


MERCY MISSION l 


ON A SHORT FUSE 
MISSION : 
cae, IMPOSSIBLE >> [A] 
y ’ WATCH YOUR 
BACK > 


> [G) 


99 2 Oe &o 8% OS 6444900900000 


TLLLLLLLLLLLLL EL 


OUT ON YOU, IM 
YOUR MAN. $ 


=n 
a HE WHO 
STANDS IN THE 
DOOR TO FIGHT WiLL 
OVERCOME MUCH 
REATER MIGHT.) 


Dey VERY Wise! 
NOW WOULD 
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Collect all the fruit thet you find Chemes 


Goof Troop to the Rescue! 


When Pete is mistaken for a fong-lost 
plrate king, he and son P.J. are kid- 
napped by pirates. Goofy and son 
Max, witness the abduction and chase 
the pirate ship to Spoonervilie Island. 
Capcom once again sets the scene for 


(CSEFUn, TREASURE 


Dos 


Be sure to look under every 
) plant and barrel to find these 
items 


@RED & BLUE GEMS 


Finding a hidden Gom wall reaily 

? make Goofys day Collect the Red 
tl Gems to raceve 1 Ups and the Blue 
Gems to get extra continues 


@ CHERRIES & BANANAS 


dark brown dirt 


are worth one Heart and 
Banenes are worth two 
Every seven Hearts gives 
youe i Up 

| or cross paps 
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Learn to use these 
tools to help you in your quest to 
rescue Pete and PJ 


@SHOVEL 


Use the Shovel to look 
far treasure in the soft, 


@HOOK SHOT 
Use the Hook Shot to 
rab items fram far 

away fend aff enemies 


7X 


another great Disney game. The popular 
cartoon series Goof Troop is brought to 
life in a fury of great graphics and fun. 
Although the level of challenge ts fairly 
low, this game is still great fun. Let's hit 
the beachl 


wy 
@PLANK 


You need to use the 
plenk to cross the short 
aps sn your path. 


@ CANDLE 


When you carry the 
candle you cen see 
hetter in darkened 
rooms 


@BELL 

Ring the Bell end all 
the enemies come 
Funning st you Round 
them all up énd defeat 


@co« 
SILVER KEYS 


Use the hidden Keys in 
each stage to open the 
locked doors. 


them st once! 


Et-tHeseacy | | S00F TROOP 


Laodiog oo the islaod, Goofy 20d Max explore the beach 
for any sign of their friends. Use the heach area to learn 


Fi = ; You must place ell four blocks 1n their 
how to use your tools, while the puzzles are still easy. aon ts coon tr gangs iN tie a ta 
Watch out! This island is overrun hy pirates! holes first with the Jet blocks then fil 

the remaining holes After you open the 
gete grab the Silver Key You wall he able 
to open the locked gate (eter en If you 
make 2 mistake when you ere moving the 

Kicking the blecks inta the holes blocks eat the sereen to reset the blocks 

1s easy this time! After you fil 

ll the holes the doorway in 

front of the Gold Key will 

disappear Use the Gold Key to 

open the doorway that 1s 

blocking the path to the Boss. 


Gosh Gosty! There's e hole in the 
boardwalk! Before you continue up beyond 
this area you will have to fix the ‘Soardwalk. 
Wark yeur way sraund and enter from the 
(left se you can pick up the Plank. Bring the 
Penk back to the bottom entrance and stand 
next fo the gap You can use the Plank ta 
rapair the boardwalk by pressing the Y 
Button Dont woiry—aher you leave the 
screen. the boarfwalk will remesn intact! 


Hey all the gotes are 
locked! You can open any of 
the gates by kicking @ block 
tato the correct hote It the 
boe 1s ging you @ herd 
‘time try throwang one of the 
Pleats at 1h 


‘You can throw caconuts et 
the Jollys but try hitting 


‘them with » block instead 
First lack the ieft block to 
the nghi Stand helow the 
left block. ring the Bell then 
lack the block inte the 
dollys es they rush you 


the millage! destroying eine in their path, 
What APs have they left behind for our heroes? 


STAGE 2 
VILLAGE 


Watch aut for the 
cannons In this room! 
You can dastray both 
cannons by catching 
the cannonballs and 
throwing them back 
Each cannon takes 
‘two hits Dont 
forget the Silver 
Key—You ll need #t 
Jo open the gate. 


‘You need twe Hook Shots to make 
ff through this room. Grass the gap 
at tha bottom of the mom using 
tha first Hock Shot. Push the blocks: 
‘out of tive way end werk your way 
to the upper nght hook. Shoat the 
swatch on the wall tonpen tha gate 
then cross the gap et the to ee 
room with the second Hoot 

Grob the extra Hook Shot he, 
yu ext. 


To open the gate on tha ght side you 
must put 2 block on each of tha corner 
buttons. This can be tough wath the 
Rogers kicking your blocks around Try to 
jeke them out with the top lett block 
before they kick ell the blocks. 


Usa tha Exploding Blocks to defeat the 
Rogers in this room If you run out ol blocks 
to lack, try pushing s Reger against @ btock 
with your Hook Shot. If the Roger is near a 
block whan 1t explodes, the problem 15, 
solved. Watch out! Dont torget thot the 
Rogers can kick blocks et you as wall 


There ere anough barrels for Gooty ta use to 
defeat tha Ragers but if you are usmg Max 
‘you will also need to use the blocks to defeat 
tha Rogers. Ba careful not tp block your path 
te the ext when you kick the blocks. 


Defeat the pirate wn the lower nght wath a plant 
before you attempt to css over there Usa the 
Hook Shot to make 

8 bndge to the 

Silver Key 


After you have getten nd of the pirste use your 
Hook Shot to cross over to the rsland Stand on 
top of tha hook on the ground and faca the 
second hook. Shoot the Heok Shot across tha 
water to make a bndge 


Cover each bution with ona of the blocks to open 
the gate ot the top of the scren Ba sum to 
avoid the fireballs thal the statues am shooting 
at you WM you are having trouble you can pause 
the game to study st tho screen 


Subs oo 


STAGE a Ome ie 


At the top of the Village lics the haunted Pirate Fortress, Did the pirates 
take Pete and PJ. in there? There 1s only one way to find out! Let’s join our 
heroes as they explore the dark: de 


Look at ell thet ofd armor Weich sut 
| some of it 1s heunted Therw a pot et 


the maving ermor to make it drop end 
hit it egein to knock it out 


Oh no, not enother cannon! You can destroy 
‘this cannon just hike you did the first two Put 
your hends above your head and cetch the 
cennonballs as the fly et you Continue tw 
throw them beck until the cannon ts gone, 


Yikes. this room ss hauni ju can defeat each These cennens ere tough Cetch the cennenbells 


of the ghasts wath the plants but make sure that uke you did earlier but dont let yourself get hit 
you save at east one pot. Normaily. ct may be while you re holding ene, tf you stand directly 
] bad Juck to break a mirror, but net this time Try below each cannon you cen throw back the 


tt ser what happens cannonballs quickly 


[ae a] | 


The Ietiers on the floor ara the key to this room. 
If you want to open the door ifs spelled out for 
you. night an the floor! Be sum to watch the 
ghost armor on the way eut 


* RED & BLUE SK 
‘These ghastly creatures wait [ 
at the end of the firrtrece 

Grab the bones that they 
throw at you after they hit the 
ground, Hit each skeleton 
with the bones as fast as you 
can. When they throw a head 
at you, hit it with a bone. 


pe ae ee a ae ee 


Watch your step? If you get too close tn the 
edge while you ere Walking you wall fall into 
the pit Cross at the bottom of the 
oom wath your Hook Shot, then 

ride the platform te the door 


STAGE 4 


As the Goofs sneak out CAVERNS 


the back exit to the For- 


tress, they enter the dark abyss of the caverns, 
The pirates’ tricks and traps become more difficult 
as they go Be careful when you walk around the 
dark pits or you will fall to your doom. 


You must first solve the puzde in 
tha mom to the left befere yeu can 
eros up into tha watertall 


Defeat this pwrate right barrels out of your way before yeu 
awayabinite cael aad kick tha bfock ante the hale 
kaviels you threw at hima if 
yor mnve the wrong bairels 
yo! wont be able to open 

the dor W this happens axt 
the mom tr 1eset the blocks 


You have ta work fast 
vath thie puzzle Line up 
all of the normal blocks 
betore you start koeking 
the exploding blacks 
This ts much easter 
wath « second player 


This puzeta may not saem very Befom tha door wall opan in this 

difficult, but it can be when the mom you must tight att of tha 

‘Statues are shooting at you Avaid torches Quickly run over all of tha 

tha firebalts as you feck each block skull swatches ta tight tha torches. 

into a hote te opan tha door you dant run fast anough tha 
torches will ga cut 


You have reached @ crassroads You can manenver 
past the pate and take the night ext o1 you can 
lit the bole with a block and take the tap ext 
Either yay wall take you ta the Boss The out 
the 1igtt wall prove easier if you are playing al ie 
bul thu tog exit is easver with a parmer 


Po stue one of the 
ploding blecks telow the 

fed Gems sa you can 

feat Ihe way ‘e get them 


Yor ve Iefested hath piratas and the 
act still won t open? Go to the ream 


to the ght and place the blocks in 
the hele~ to open the doo: 


GOOF TROOP 


‘When you come up the starrs on the other 
side of the mom you will heve to nde the 
platform to cross to the exit. Each time you 
step on an erraw the platform maves rn that 
direction Beware —the erraws all change 
direction each time yous move 


‘When you enter thrs 
Toem. quickly run up 

end grab the Bell in 

the corner Use it to 

draw the pirate 

crew rnto one af the 

cannons line of fire, 

After you have 

defeated ell of the pirstes, the spikes sn the 
bottom corner will lower se you can grab your 
Hook Shot. 


Yikes, thrs room 1s dark! If you can carry the 
candle inta this room you can see a wider 
area around you It 1s very mportant to 
explore the entre mom while you ere here A 
Gold Key and other great treasures con be 
fi m heap left camer of the mom It 
you forget the Key youll have teouble 

Goofy end Mex are unable ta gel past the spikes until all 
Inara oa oes of the pirates ere defeated Grab @ barrel then stand on the 
moving pievorm Throw the barrel et a pirate es the 
platform moves to the bottm 
ef the mom After you defeat 
all the pirates the spikes 
wall lower and you can werk 
your way fo the stairs Dont 
forget to check all of the 
herrels for treasure! 


Just when you thought you were done, 
here 1s enother puzzie to solve. Line up 
some of the blocks on the sides of the 
‘Screen to use es spacers. When you get 


8 block lined up with one of the holes: 
kick rt in After both holes are filled. the 
door at the bottom of the screen will 
open Dont forget—if you make e misteke 
you can exit the room te reset the blocks 


Fill the center two holes with exploding blocks to 
‘open the conter door After you open the doar 
greb the Key and extt the room Re enter the 
room and fill in the eutside holes to get the other 
treasures 


Keethaul Pete comes spinning onto the screen, 
and that’s trouble. Once agatn you must use 
the boss's own weapons 
against him Catch the 
bombs that Pete tosses out 
and throw them back. 
Remember to keep your 
arms up! 
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Ina world of speed and challenge, you need someone to show you the 
way to victory. Nigel Mansell, the winningest Grand Prix driver on the 
world circult, gives you the winning edge In this hot race Pak. 


© 1993 Gremlin Graphics Sottware LTD. 


Gametek is challenging for the pole position of Super NES rac- 
ing games with Nigel Mansell’s World Championship. Nigel 
Mansell includes just about every option you can think ofina 
sacing game, but the real thrill is eut on the track, pushing 
your machine to the limit, The viewpoint is from behind the 
wheel and is very realistic. 
The exceptional graphics 
include a wide-angle 
view and detailed back- 
grounds, The courses in 
16 countries wind through 
hills and along coastlines, ‘i Woll-timed pil stops con mean the difference 
through tunnels and = between finishing first or back in the pack. 
around hairpin turns. A 
password feature keeps 
you in the running for 
the'&hampionship. 


The viewport takes advantage of detailed graphics 
‘that include iendmarks like Sugarloaf im Fo. 


Choose the aght eptans tor each track and 
rr sie a 


of elements com! 0 e Controller configuratio 
jansell’s Advic t the level of difficulibesia 
h ive ONC Tace 


lire Grand Prix schedule 

Graces You'll earn Grand Pnx points 

you a chance to te: with high finishes and a password lets you 

ustomize your car to continue your schedule whenever you want to It’s 301 of 
he toughest miles on Earth 


a 
A - +s 
Beale 

You can learn ¢ fot about @ caurse 


You can choose fram race tracks on 
five continents thet encompess ell from studying the turns and straight 
driving conditens aways, 


MANSELL’S Seis Ee 
When the fag falls, tho final position ‘Season standings for every diver are 


updeted efter each race. 


7 A D VI CE of each driver 1s shown. 

/ Read Nigel’s comments, check oul the 

; tecommended sheers ot Bocce 
ee ae = 4 DRIVING 
Tam] es . PRACTICE 


option lets you start o1 
mery inch of the 16 co 


Nigel s comments can gi fed cornenng speeds ere 
tactcal advantage during a little further 


pu ll blaze on the fine! lap 


After you ve run the course, Nid 
rates your performence in three 
shalls 


- RA GK ek 


Bec! has a lot to say about each track and what you can do map and look for hatrptn turns where you must Pear down 
stmprove your chanigesiat winning the rac@@nd, ulti: oF brake Below are some oftheskey points to remember 
me cly, (.eel#mpionship. Before racing, alway§studythe for each, cours ~ ‘a 


e — 


i kate high sievation Thet means This 1s ¢ tilly course wath some yicieus turns end very 
your engine gets oxygen end produces less powe few true stretches of straight road for overtaksng other 
Raca on @ sunny dey with hard tires end high gear cars, Choosing the fastest line through tha turns will 


make o big difference (6 leps~18 79 miles} 


ratio Watch the 140 mph corner {7 leps—17 65 miles} 


i320 MPH 


160 MPH 


| 4170 MPH 


Monaco 1s ona of the must famous Grand Pox reces in 
the world The ceurse winds through the city end even 
through e tunnel Good staring pestien haps, but so 
doss concentraban. {8 lops—16 54 miles} 


The high slevaton witn lots of ups end downs on th 
toed cen take their telten @ driver Use the long 
straight to wind out your engine end watch out for the 
havin at the top of the course {7 lops— 19 23 miles} 


The Interteqos face track 1s hol, and not just because it 
‘tasks in the Rio sun, Long straights end fight turns 
keep the drivers jockeying for the lead throughout the 
full race. (7 lops— 16 81 miles} 


Tha course et Gilles Villnouve in Ceneda may look 
saxy but it sot Bewar of the heirpins et either end. 
Also lake advantage of a geod pale positron, There are 
low passing zones {7 leps—19 27 miles} 


The Franch track may have some of the mast brutal 
corners in the game. Luckily, there erp enough long 
Straights to allow @ clever driver te corwe fram bahind 
{7 lops—18 58 miles} 


except tha ene streight, so pess other cars along that 
stretch (7 leps~ 20.68 miles} 
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advice.” 


The Silverstone course is 2 very fost track with hard 
corners, Try gushing your spaad through tha wide turns 
by af least 50 kph. On the “S” Curve near tha staring 
line, slow way down {6 laps—1948 mules} 


This 1s a fast track with few pitfalls Tha finel two 
hairpins must he taken et a fow speed of 200 kph or 
less A slighl tap on the brakes and a good fine wall 
fake you the rest of the way (5 laps—21 12 miles 


Tha Hungaren treck takes you over hills and through 
endloss curves of of which maan that it 1s a fairly 
slow track overall Thal means that your starting 
pasition 1s all the more important. (8 lops--19 72 mutes) 


This coursa 1s long and challenging wath many hilts 
There's a itis bit of everything on it, which makes it 
tun Tap the brakes before each tur and power trough 
ths corners for top speeds. (4 laps—17 25 miles} 


“Ive learned a thing or two from racing on all of 


these Grand Prix circuit courses. Take my 


NIGEL 
MANSELL 


160 MPH 
250 MPH 


keno men 


The Monza caussa hes tare stramghts thot allow very 
fast lop times I hos only three mojor turns. so you I 
fave ample opportunity for passing slower cars Push 
this one tn the im! (5 laps — 1802 mes} 


OO MPH 120 MPH 
160 MPH 


‘Tha track af Eston! isn one of tha fastast, with 11s 
many hills and twists. but 11 may de one of tho most 
vaned The one long straight lets yau resch your top 
speed and hold it fa pass other cars {7 laps — 18 92 miles) 


Thare arent many straights heta bul thw long curve can be 
advantagoous to smart dnvars locking ta imprave their 

positions Watch out for surpnso comerst This track olso 
faaturas an overpass/underpass, (5 laps—%8 21 milus} 


— ret 


iso pu | 
i140 led of 1 | 


250 MPH 
‘LZ MP! 


Adslaida course may ba short, but it has a lot of 
voristy with two good straights and lots of curves. The 
90° turn al the and of tha buck straight «s a cor 
wrecker Braka aarly or gaar down {8 laps—18 79 miles) 


SS 
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£40 MPH 


ae eree 


eration After hecking out the track prigr to @ 
your cay for the conditions on aie 
Taces to experiment, —— 


ing the pedai to the m éfal isn 
grand Prix racing. track conditions, gear ratios, tiTes, 
erofoll tl apgeaies of epsmssion all come play. 


Ws and weashiér conditions 
é. Special tires 


iny day toa sunny 
ly. €xit the car customization screemand then choose Cay 
Me TAC wption. 
{ 


Use the Wet tre opvon when 1 pours On the sunny stde of the track, use 
for better traction the Herd tre option. 


SEVERE 
TURNS 
AHEAD 


Choosing the right type of tire 1s 

more involved than you might think 
Hard tires allow the fastest speeds, but they aren’t as good 
on courses with lots of curves. Soft tires work better 
through twisting areas. Wet tires should be used for rainy 
days. 


Put the nght rubber on your mms 


Depending on tho type of te, you may 
boterw the race begins ate uy ts 


ol eve Io pil slop during the race 
Soft hres usually need to be changed. 


Swong into the pit erea to got new tres 
ful on your cer only if you really need them 
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can experiment with Medium and Low foils on courses 
with longer straight sections of roadway 


v 
i 


© The serofow ap plics downward 

ressure on the ¢ tar for improved 
(ie. ‘waelon and"findling Generally, 
(aistre The High rated foil 1s best, butyou 


USE 
LOWER A low gear ratio means that 


GEARS you'll pick up speed quickly, but 
your top end speed will be lower than 
if it would be with @ high gear ratio 


With a high gesr retio you Ii start out Later in the rece youll pess the olhers 
al the back of lhe pack. 


Wf you hove @ high gear ratio 


You also have a choice between 

Automatic and Manual transmis- 

sions Auto is nice and simple, but 
Manual is more realistte - 


With the Mecuel trensmisastit, tm With the Automotic tap the broke = \ = 
down when you come, o 


Befits staring your turn, 


Y (o my = | 
i @ 4 A S MANSELL 


ven if you don’t have a'§ 
ibe thrill of Grand Prix r: 


you can experience ship Both games include the Advice feature and both have 
single races and seasons with passwords. Best of all, both 
provide good racing action 


The NES version of this [RRR essrra Nigel Mansell’s World 
game has clean but io Championship does a 
simple graphics. That’s a LSA, a good job of combining 
plus when it comes to CHBLLEWGE the Game Boy’s small 
racing because you want screen with a sensation of 
to see clearly what's in speed. You can race a full 
front of you without a lot season with passwords or 
of distractions. The 3-D check out an individual 
terrain of the tracks 1s track with Nigel showing 
also preserved from the Super NES, giving drivers the feel } you the best line through every turn The 3-D terrain and 
of racing over real tracks 16 tracks of the Super NES are also included 


CHALLENGE 


The Game Boy version may be the most challenging of the 
three because the view is more limited. Hills often have 
blind spots as you reach the crest. 


Just as in the Super NES game, you can choose whatever 
track you want and race against yourself, other drivers, or 
get useful advice from Nigel. 


rage 


Mex s 
Meeeg® 


Choose from the seme wastd cless Customuze your car according tu each J As same tracks crest over hills they Nigel Mansell shows you the ropes of 
‘tracks of race en entire season track. Se sure to note any sharp turns. also turn. Thal means you really have tach curse by guiding you thmugh 
to conceatrate! each fam, 


GAME BOY ACTI( 


Althoug is lower and narrowe} 
ood and conveys a se 
Sntrate harder 


In auto racing, speed and control is everything This NES 
Pak delivers both, plus interesting courses and 3-D ter- 
rain It’s the next best thing to Super NES. 


jt far 3-0 terrain an many af 
that make this game an 


HF you pull rmto the pit, expe 
several places in the pack N 
the final lap 


On Title Screen, press Left, 
Left, Right, Right, B, B, Y, Y. 


COUBLE DRAGON 


B® From Agent #321 
Unlimited Continues 


Use this trick to gain unlimited Continues in your quest 
to save Marion fr adow Warriors. Start 
playing either a 1- or 2-player game, Cot 
the game until you only have one credi 
Push the Start Button on both control 
lime. 3 ntinue with seven extra 
credits You as ofte 


art io onter the 
sy Level wall 


@ From Agent #019 
Sound Test Plus 


Finishing all of the scenarios in SimEarth can be ume 

but with this trick you can sce the ending of 
withoul all the work This code will also 
allow you to access 4 Sound Test and view all of the 
text screens On the Title Screen, hold down the L and 
R Buttons, then press Start to make the Test Menu 
om this menu you can choose to sce the end- 


On the Title Screen hold L 
and R, then press Start. 


@ From Agent #410 
Easy Mode 


If you are having trouble fimshing Super Valis [V. then 
this code 1s for you' You can breez st the tougher 
enemies by using this code to access the Easy Level of The Living Planet 
the game On the Title Sereen, highlight the Option 
Mode, then press Left, Lefl, Right, Right, B, B, Y. Y on 
Controller I. When you e 


Onine Title Sceennold heLandR ‘You can see the 
ter the Option Mode, you Buttons and press Stert Sound Test 


will be able tu choose the Easy Level, 
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AERQBIZ 


@ From Agent #918 
Sound Test 


Agent #918 found this t 
game, Aerobiz, On the 
Select Button 
the Sound Test. You lect any of 24 different 

/ 1 on your controller, then 


ck for the airline > simulation 
itle Ser 


AERQBIZ. 


» NEW GAME 
GONT INU: 


From Agent #672 
Bonus Turtles 


Use this trick to start the game with ten turtles instead 
the normal three, On the Title Screen, highlight the 
option command. On Controller IL. ‘kly press Up, 
Up, Down, Down, Left, Right, Left. Right, B, A. then 
press Start on Controller I. If you enter the code fast 
enough you will enter the option screen Sclect the 
REST option and set it for ten turtles. 


On Controller 0, press Up, Up, 
Down, Down, Left, Right, Left, Right, 
B, A. On Controller I press Start. 


nyou can 
tthe geme 


BATMAN. 


RETURNS 


@ From Agent #781 
Extra Man Code 


The Dark Knight rules the streets of Got 
ith nine extra men, you can too! r the code 

1 go to the Option M ghlight the REST 
: Down, Down 


Te eft, Rig vs Left, Right, B, A, B, 
tone. Use Controller | to select upto eat men 


On Controller IL press Up, 
Up, Down, Down, Left, 
Right, Left, Right, B, A, B, A. 


Go to the Optron Screen end 


With nine extra ives n reserve, you 
the REST option before you le the 


can rule ham Crty 


i From Agent #308 
All Ripken Team 


You can play a pc d-up. all Cal Rephen Jr team by 
entering th t any of the three types of 
Exhibition Ga On the T ct 
screen, mstead n, hold down the L 
and R Buttons then press 5! AlCal’s team wilt 
appear at the top of the screen for you to use. 


pp 
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@ From Agent #990 
Extra Credits 


Agent #990 has discovered a bundle of codes for the 
fighting game, The Combatribes. All of the following 
codes require you to hold down buttons on Controller UI, 
then reset the game You can modify the game to your 
hking by entering any of these codes, but you can only 
use one of them at a time. Use the following code to start 
the game with 10 Continues instead of the normal three. 
On Controller 11, hold the X, A, and L Buttons, then reset 
the gare, On the Title Screen, release the buttons, select 
either a 1- or 2-player game, and begin playing, 


On Controller I, hold X, A, 


On the Title Screen, hold X, A, end L 


You will have 19 Continues when you 
on Controller II then reset the geme 


bogin playing enew geme 
Super Hard Difficulty 


If you think you have mastered all the skills necessary 
to beat this game, guess again! This code puts you into 
the Super Hard Difficulty Level. On Controller II, hold 
A, B, L, and R then reset the game, When you restart 
the game, enter the Option Screen. If the code 1s 
entered correctly, the Difficulty Level will be set at 
SUPER, Only the best players can beat this one. 


On Controller I, hold A, B, L, 
and R, then reset the game. 


Normally, you cen only choose 
between the Normal and Herd diffi 
culty levels 


ifyau hove mostered The 
Combetrbes, this cade will give you e 
whole new chelfenge 


'NINTENDO POWER * 


oF Ton 
thgere u 
ae 


Hold A, BL, and R, then reset the 
game Releese the button on the Title 
Screen 


After entering the code, the Difficulty 
Luvel wil] be set at SUPER 


One Round Match 


The Vs. Mode of The Combatribes is norntally a “best of 
three tournament against the another fighter. You can 
shorten the fight to one round by entering the following 
code. On Controller Mi, hold the A and B Buttons, then 
reset the game Choose any of the Vs. Mode games and 
begin playing. The tournaments will continue to last only 
one round until you reset the game agam. 


On Controller I, hold A and 
B, then reset the game. 
ete me Ceu WINNER 


To shorten the tournaments hold A 
‘end B an Cantrolter then resel the 
geme. 


After entering the code, the taurna 
‘ments will lest for only one ound 


BEACHEAT wu 


SCRAMOLE 


@ From Agent #209 
Track Select 


Agent #209 has sent us a trick that will make short 
work of the early stages of Deadheat Scramble for 
Game Boy, With this code you can begin the game on 
any stage that you choose. To enter the code, wait for 
the cars to stop moving on the Title Screen, press the B 
Button eight times, A Button ¢ight mes, then press the 
B Button once for each stage you want to skip. 


On the Title Screen, press B 
8 times, A 8 times, then B 
to skip tracks. 


{ 


STASE 5 wv 
RATE Govesue ® wircaves 
me cece | oD 
2PLAYER 


eu EGER anauat [Bn 


he 
SiSa8 ‘Copy2 eysT 


Prass the B Button once for each 
stage you went to skip, up ta Stimas 


@ From Agent #881 
Mega Passwords 


Agent #881 has sent us some awesome passwords to 
Mega Man III for Game Boy Although this game 15 
similar to Mega Man Ii] for the NES, all the passwords 
ire completely different. Use thes gain a great head 
start in your battle nist Dr Wily 


i ta blast past the 
1d gain all of thair 


lI nood to mester all four spe 
apons to make through Dr 


S 


his passwo 
peyond Dr ¥ 
quite a fight 


Castle You hove 


A papular activity omang Nintendo game 
ployers is developing tips ond strategies. If 
you would like to shore your own speciol 
fips with us, send them int Choase your 
own three digit agent number ond be sure 
fa include it with your codes. 


Our Address ts. 
Nintendo Power 
Classified Information 
P.O. Box 97033 
Redmond, WA 
98073-973 


ny have all of tha weapons wrth 
sword, but tha game is sbll not 


our “Blast to the Past” files, we found 
swords you can try out on Flying 


Digging thro 
a couple of s; 
Wamnors for the NES. You can enter the password 
MUSIC to access the hidden Sound Test If you enter 
the password END you can view the ending of the 
game without playing all the way through it 


Enter MUSIC as you 
accass the hidden Sound Tast. 


Enter END as your pa: 
all of the anding credit 


Check out tha end of the gema with 
but working all the way through the 
gem 


3 
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IT LOOKS BAD/ x 
WE'RE OUT OF FUEL ' NOT TO MENTION 
AND SLIPPY 15 ; BEING ATTACKED 


BY STINGRAYS/ 


NINTENDO POWER 


I DON'T UNDERSTAND IT. 
THESE CREATURES USED 
TO BE PUSSYCATS/ 


wend ‘| 
ay | H {if 
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| AND. WE'RE 
SITTING 
DUCKS: 


MAKE SURE YOUR 
ALIGNMENT SENSORS 
ARE ON LINES 


I'M USING A 
NOVA BOMB 
ON THEM! 


WAIT? LOOK 
CAREFULLY! 


THAT MIGHT 
NOT BE WISE, 
FALCO! 
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" TARGET THAT 
DO YOU SEE THE ANTENNAE 
PROTRUDING FROM THE STINGRAYS2 WITH YOUR LASER! 


BUT DONT 
HIT THE BODY! 


IT WORKS/ 
THE ANTENNAE MUST HAVE 
CONTROLLED THEM! 


THAT MEANS 
SOMEONE WAS 
SENDING 
THE SIGNAL 
TO ATTACKS 


I CAN ONLY 
THINK OF 
ONE PERSON/ 


AND IT FITS WITH SLIPPY’S 
BEING KIDNAPPED BY THE 
| EMPEROR’S GUARD’ 
BUT... 


VINTENDO POWER 


ANDROSS MUST 
HAVE SURVIVED 
SOMEHOW! 


BUT CAN 
SLIPPY 
SURVIVE? 


SOMETHING 16 
COMING OUT OF 
_THE BLACK HOLE/ 


CAN WE 
SURVIVE? 


FOX IS RIGHT. 
WE'RE NOT GOING 
ANYWHERE 
WITHOUT FUELS 


VOLUME $1 57 


DID You 
SSSSLEEP 
WELL, 
PY TOAD? 


THE EMPEROR 
WILL SEE 
YOu NOW! 


I AM NOT 
SO EASILY BEATEN 
TOAD! 
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IN FACT, my g YOU MAY HAVE DESTROYED THE 
POWER 16 GROWING | [J TELEKINETIC AMPLIFIER, BUT I HAVE 
AGAIN! OTHER, SHALL WE SAY TOOLS! 


YOU'RE M-M-MAD/ 
FOX WILL §-S-STOP 


FOX IS A 
FOOL AND HE’LL 
PAYA 
FOOL'S 
PRICES 


DON’T YOU KNOW 
MY TALE? MY 
BELOVED FOSTER 
PARENTS WERE 
BOTH UPSTANDING 
ANPROID PIGS 


ON 
CORNERIA. 


WHEN THEY 


I WILL NOT Wy 2 | = WERE KILLED 
REST UNTIL FOX ' : BY A CORNERIAN 


AND ALL THE OTHERS ) ’ : MILITARY 
WHO HAVE HUMILIATED 7 wee EXPERIMENT, 
ME HAVE REAPED - ¢ : I VOWED TO 


THEIR GET EVEN. 
JUST REWARDS! 
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I $0 I SOUGHT 
REVENGE AND 
ENTERED THE 

ACADEMY TO LEARN 

THE WAYS OF MY 

ENEMY/ 


B-B-BUT YOU 
WERE EXILED TO 
THE ENDS OF THE 
UNIVERSES 


I LANDED ON A PLANET 
INHABITED BY DULL 
LIZARDS. BUT THERE 
WAS ALSO THE RUINS 
OF A LOST 

CIVILIZATION! 


AH, FATE 
I$ STRANGE! 


w 


i~ 


THE LIZARDS COULD NOT HAVE MADE SUCH 
ADVANCES, THERE HAD BEEN A MORE ANCIENT 
RACE ON THE PLANET! 


~} ip a 


a 


THERE | LEARNED J I WILL 
HOW TO BUILD DESTROY 
THE TELEKINETIC 
AMPLIFIERS 


THE 
DESTROYERS! 


THE STINGRAYS 


IN A CRUMBLING 


LIBRARY OF SECTOR Y 
I FOUND THE ARE IN 
SECRETS OF MY CONTROLS 
THE ANCIENT 


RACE! 


THAT MY 
MASTERPIECE 
IS 
DESTROYED... 
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ITS COMING 
FROM THE 


16 IT SOME SORT OF 


INTERSTELLAR BLIMP? | 
~ 


| 


< 
a 


er 
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IT LOOKS 
LIKE A WHALES 


AND IT SEEMS TO 
BE CARRYING 
FUEL CANISTERS/ , 


BUT WHAT : 4 GREETINGS 
IS 17. AND . FOX McCLOUD! 
WHY 15 


IT HELPING 


HE'S GOING 


TO HELP 
us? 


nw 


rea 
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THIS MAY 
APPEAR TO 
BE A CETACEAN we - 
BEING oe BUT IT 16 A 
, TRANSDIMENSIONAL 
MANIFESTATION OF 
A STARSHIP/ 


WE HAVE COME 
THROUGH THE BLACK 
HOLE WARP FIELD 

FROM THE FAR 

SIDE OF THE 
GALAXY. . 


FOX McCLOUD. ONE OF 
OUR CREW WISHES 
TO SPEAK WITH you! 
STAND BY! 


With hundreds af games far all three Nintenda systems, the videa game market can 
be a canfusing place. If a Game Bay title has the same name as an NES game, daes 
that mean they're the same game? Maybe. Maybe nat. Is the Super NES game gaing 
ta be a sequel, ar is it the same as the NES game in a Super versian? These are the 
kinds af questians players are asking, sa we set aut ta try ta clear things up—and 
found aut that they were even mare canfusing than we first thaught. 


SAME NAME, DIFFERENT GAME 


The companies that we often call licensees are soli- 
ware publishers. Some of them, such as Capcom and 
Virgin Games, usually create their own games using their 
own development teams. Many others, however, buy 
games either from other publishers or from the compames 
that developed them. 

Sometimes when a licensee 1s publishing a game for 
more than one system, they might have different develop- 
ment companies create the different versions, The develop~ 
ers carelully guard their techniques and, although they sell 
the publishing rights to their work, they often retain the 
original copyrights on their ideas and codes, Because the 
developers are working independently of each other, the 
games can end up being quite different 

There are a couple of reasons for a licensee to use dif- 
ferent developers for the same title. First, some developers 
speciilize in creating games for a single system, Second, if 
wants to release a version lor each system at the 
same tine, they might want to make the development pro- 
cess move more quickly hy having three different compa- 
nics working at once T*HQ, for example, often uses 
different developers for games in the same series. That’s 
why Super NES Wayne's World ts completely different 
from its Game Boy game with same title. 


Wayne s World Super NES 
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ADDAMS FAMILY — 


Sunsoft put Fester"s Quest out in 1989, bet he 
movie was made. It’s completely different | 
Ocean games that followed. ve 


The Addams Family: 
Pugsley’s Scavenger Hunt 


The Addams Family: 
Pugsley’s Scavenger Hunt .. ++. OCCA Mercere 93 


Adventure Island Il: 
Aliens in Paradise ... 
Super Adventure Island. 


SAME NAME, SAME GAME 


Licensees’ philosophies about producing games for 
more than one sysem vary. Konami, for example, hasn't 
produced the same game twice, $0 you won't find two 
games with the same name in their current lineup. Every 
one of their Castlevania games is unique, whether for 
NES, Super NES or Game Boy. so even though they have 
related story lines, every play experience 1s a new one. 

Acclaim, on the other hand, has the goal of producing 
the best game possible and making it available to all play- 
ers, regardless of which systems they have. They often 
produce games of the same title for more than one system, 
and the games are as altke as can be, given the different 
systems’ capabilities, Their WrestleMania game, for 
stance, plays the same on Game Boy as it does on the 
Super NES, albeit with fewer wrestlers. Putting the same 
game out for more than one system also lets the publisher 
market the games with one campaign. 

Another twist to the name game is that developers 
sometimes sell rights to their games to different compa- 
nies for different systems, That's what happened in the 
case of Star Wars and The Empire Strikes Back. JVC 
bought the rights to the NES versions of both titles, but 
Capcom bought rights to the Game Boy versions, so even 
though the two titles are published by different compa- 
nies, the games are essentially the same Both utles for the 
Super NES. however, were produced by a different devel- 
oper and are completely different trom the NES and Game 
Boy versions 


CMC AM AU RR RIERA RRREELE 
Star Wars NES 


Sier Wars Super NES 


TERMINATOR 


Mindscape published the two Terminator games, but 
LIN picked up the sequels, None of these 1s based on 
the same program. 


indscape..'92 


T2 The Arcade Game Super NES 12, The Arcade Geme Game Boy 


ROBOCOP 


Both NES and Game Boy RoboCops were based on the 
coin-op game, but the NES and Game Boy RoboCop 2 
games were adapted from the same computer game. 


RoboCop. 
RoboCop. 
RoboCop 2. 
RoboCop 2 
RoboCop 3 
RoboCop 3 


Robotop NES 


a 


ANA PRRERAPERY 


ii 
i 


RabeCan Super NES RoboCop 3 - NES | 
STAR WARS 


Even though the NES and Game Boy versions are pub- 
lished by different compames, the programs are the 
same. 


Star Wars.. 
Star Wars.. 
Super Star Wars 


THE EMPIRE STRIKES BACK 


Again, JVC’s and Capcom’s NES and Game Boy games 
are much alike. 


The Empire Strikes Back... 
The Empire Strikes Bac! 
Super Empire Strikes Back.. 


sh file 


nN 


The Empire Strikes Back NES The Empire Sirkas Back - Game Boy 
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(AND A CATCH-ALL CATEGORY 


To confuse matters further, some games fall into both 
of the categories described above. Some companies give 
the same name to a different game for a different system 
and give a different name to a game that 1s the same. Take 
Hudson Soft, for example. They number the ttles in their 
Adventure Island series, but they’re numbered differently 
for Game Boy than they are for the NES They didn't 
make a Game Boy version of the first Adventure Island 
game, but they did convert NES Adventure Island I. 
Because it was the first Gamc Boy ttle, it became 
Adventure Island [1]. Adventure Island Ill: Aliens in 
Paradise moved to Game Boy as Adventure Island II: 
Aliens in Paradise. And now with the series coming out 
for the Super NES—Super Adventure Island debuted in 
1992—things become even more complicated. 

Occan’s Addams Family series 1s another case in 
point The three games called The Addams Family are 
much alike and share the same story line The NES and 
Game Boy versions of Pugsley’s Scavenger Hunt aren‘t 
like the Super NES game with the same name, though. 
The NES version 1s based more on the original Super NES 
Addams Family, with the same maps but different main 
character and slightly different story line. 

Another case of potential mistaken tdentity involves 
Tradewest’s Battletoads games, Originally, they produced 
the NES Battlctoads, which they followed with a different 
game for Game Boy that they also called simply 
Battletoads. Later, when they converted the NES program 
for Game Boy, they had to choose a new name because 
Battlctoads for Game Boy was alrcady taken They ended 
up calling the game, which 1s exactly like NES 
Battlctoads, Battletoads in Ragnarok"s World And fur- 
ther, their Super NES game, Battletoads in Battlemamiacs 
1s similar to the first NES game, except that it has some 
bonus stages not found in the original, 


STAR TREK 


Three different licensees have published Star Trek 
games. Konami’s games are based on different pro- 
grams, but Absolute’s two ttles are much alike. The 
Super NES version is completely different. 


Star Trek: 

The Next Generation... Absolute... cee 93 
Star Trek: 

The Next Generation 
Star Trek: 

The Next Generation......Spectrum Holobyte...93 


Absolute. ‘93 


Star Trek. The NextGeneraton GameBoy StarTrek The NextGeneratan SNES 


66 NINTENDO POWER 


BATTLETOADS 


ere, as is much of Battletoads in 
Battlemaniacs for the Super NES. 


+ Tradewest,..9 1 
Tradewest...‘9 1 


Battletoads one 
Battletoads 
Battletoads in 

Ragnarok’s World.....000 scoovee Tradewest... ‘93 
Battletoads & Double Dragon: 
Tradewest...‘93 
- Tradewest...‘93 


RIES 


Yeh 
Za, 


Battletoads NES Battletoads m Ragnaroks World. Game Boy 


SEQUELS WITH 
NEW NAMES 


. —— _ 
Sometimes sequels are given completely new names, so 
you might not realize that they‘re related 10 earlie! 
games, i 


Metal Gear...... 
Snake’s  Revetec 4 


-Ultra... 


Metal Goar NES 
Solstice..... 
Altered Space 
Equinox ... 


Snake s Revenge NES: 


ony Imagesoft'90 
ony Imagesoft ‘9! 


Ghosts ‘N’ Goblin 
Super Ghouls ‘N’ Ghosts.. 


Solomon's Key 
Solomon's Club... 
Fire ‘N’ Ice....... 


-Konami/Ultra... 
-Konami/Ultra...* 
Contra Force 
Contra IIL: The Al 


FINAL FANTASY 


All ot the Pinal Pantasy titles are different. The Final 
Fantasy and Final Fantasy Legend games are RPGs, 
while the Final Fantasy Adventure games are more 
action-oriented. 


Final Fantasy..conseus 


Final Fantasy Legend I 

Final Fantasy Adventure... 

Final Fantasy: Mystic Quest..Square. ws 
Final Fantasy Adventure I ...Square 4th quarter, ‘93 
Final Fantasy Legend I. Square cn quarter, ‘93 
Final Fantasy IT Square st quarter, ‘94 


Both Sunsoft and Konami have published Batman 
games, and each is a different version. 


-Sunsoft.. 


Return of the Joker..Sunsoft.. 
Batman: Return of the Joker..Sunsoft. 
Batman Returns -Konam 
Batman Returns 
Batman: 
The Animated Series.........Konarni ath quarter,93 


Batman Returns - NES Batman Returns - Super NES 


GAMES WITH “SUPER” IN 
THEIR NAMES, BUT NOT FOR 
__THE SUPER NES: 


“the onginal Super Mario Bros. started something big. 
At last count there were 60 games that have the word 
“Super” in their titles, and many of them are NES 
games, named long before anyone suspected that there 
_mught be a Super NES. Companies that used Super to 
“name NES games were faced with a problem when they 
made versions of the same game for the Super NES. 
Listed below on the left are NES games named Sure 
| that were followed by Super NES niles. 


| Super C . 
Super Jeopardy 
Super Marlo Bros. Resting Aleit Sema 

1,2&3 Super Mario All-Stars 
Super Mario Land . Super Mario World 
Super Mario Land 2: 

6 Golden Coins 
Super Off Road .. 
Super Off-Road Racing 
Tecmo Super Bowl 
Super Turriean .... 


«Super Marlo World 
Super Off Road 
Super Off Road 
Super Tecmo Bowl 
..Super Turrican 


‘Super Merio Land - Game Boy Super Mano World -Supar NES 


If your brain hurts from trying to keep track of games 
on the US. market, you don't even want to bring the rest 
of the world into the picture. Those of you who keep an 
eye on the Japanese market know that names of the games 
change when they ‘re imported to North America, To name 
Just a few examples, Super Mario Bros. 2 was called 
Super Mario U S.A in Japan, the new Super Mario All- 
Stars 1s billed as the Super Mario Collection, and the 
Dragon Warrior Series 1s known as Dragon Quest there. 
And don’t forget the blue homber—he may be Mega Man 
here, but he’s known as Rock Man in Japan, 

Even though companies would like to keep the same 
names for their games for the European market, it’s often 
not possible, either because the trademark for the name 
isn't available there or because the name would have no 
meaning or a negative meaning in that culture. For exam- 
ple, that fearsome foursome, T.M.N.T. is T.M.H.T. in 
Europe, with the "H” standing for Hero. As a result of a 
trademark problem, you won’t find Star Fox in Europe. 
There it’s known as Starwing And the popular Final 
Fantasy series 1s the Mystic Quest senes in Europe, which 
brings up an interesting question: What will Square Soft 
call its latest title in the series, Final Fantasy: Mystic 
Quest, when it reaches Europe? Mystic Quest: Mystic 
Quest? 
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Looney Tunes characters, names and all related 
Indicia ara trademarks of Warnar Bros © 1993 
1993 Sunsott 


2 oni 
| The fastest mouse in 
Ww \ the world makes his 
debut on Game Boy, 
courtesy of Sunsoft. You won't 
catch Speedy grabbing any 
siestas, though. The only thing 
he grabs is cheese! Speedy 
gets high marks for play con- 
trol. Even though the South- 
of-the-border legend moves 
along at a high rate of speed, 
he is still very easy to control. 


ST SA 


In most side-scrolling action games, 
you just go to the nght Not here. 
Each stage provides an element of 
surprise! Speedy oftentimes has to 
scramble back to the feft to touch a 
WQuestion Mark sign. Doing so opens 
ip a passageway that may have pre- 


Fw wv ®y * 
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viously been blocked. We aren’t 
showmg complete maps in this 
review, but we'll give tips on some of 
the more difficult areas. Enemies 
aren’t abundant in the game Don’t 
get us wrong—there are enemies, but 
the majority of the time 1s spent 


speeding along jumping from ledge 
to ledge and from rooftop to rooftop. 
Speedy doesn’t have any weapons. 
Just quick fect, Ina way, it’s a sort of 
puzzle game because you have to 
figure out how to make certain pas~ 
sageways accessible, The only times 
that Speedy will want to come into 
contact with enemies are when he 
meets the boss characters at the end 
of cach stage. 


The ground in the Igé’Zone is appar- SPEEDY 
ently-not your regular, everyday ice. It’s 

not slippery-Sptedy can get good trac- GONZALES 
tion on it. Watch out for the moving saw 

blade on the horzontal platform just before the loop Speedy’s fast, but 
not very strong. If he takes one hit—hasta la vista, bebe! 


+ © JOSTART © + > 7 TOGO 7 3 


Speedy takes off like a rocket when he touches one of 
you see a Question Mark sign, make these plungers To use them correctly, as soon as 
sure that Speedy touches it. In this example, touch- Speedy hits one, immediately press the Control Padin 
ing the sign makes two platforms appear. Speedy the opposite direction He’ll be able to clear some mghty wide 
wouldn't be able to get up through the opening if gaps. In other words, make Speedy sprintin the direction that 
the platforms weren't there for him to jump on. he is pushed, If you don’t, he'll slow down and stop. 


On most maps, Mexico 1s in the south- 
ern region of the continent Not here 
Speedy heads easr to the Mexico Zone 
and to surroundings more familiar. 
There are horizontaily- and vertically- 
moving platforms here that Speedy will 
have to ride on Press Down before 
leaping off in order to find terra firma. 


+ © TOSTART © + 2 7 TOGOAL = 3 


= Here’s a prime example of having to backtrack id If Speedy bumps into this plunger, it will propel him 
In order to continue onward In the second sec- © backwards, Press Left to make him sprint in that direc- 
tion of the stage, Speedy will have to scale the roof- _ tion and then yump the two wide gaps to reach the Question 
tops to find and touch a Question Mark signandthen — Mark sign near the middle of this map; Use the cheese as an 
backtrack to find an opening to an indicator of when to jump the gaps. This 
underground tunnel Stand on the 1s anothef good example of how Speedy 
white blocks to crumble them has toebatktrack to continue onward, 


VOLUME $1 69 


> ———— ll —=—E 


A couple of annoying birds that fly up and down will give Speedy the most 
trouble in the Forest Zone. He’ll either have to quickly go under them or 
Jump over the top of the winged predators. Speedy knows that they're 
hungry and he knows what they like to eat mice! There are some 
pesky bees to contend with, too. 


+ © TO START © 


+> ~TOGOAL+ 7 


\ If Speedy just stands still on the 
“rotating barrels, he'll be 
whisked away in the direction 
that the arrows on the barrels point to 
To avoid this potential problem, hold 
down the A Button to make = _ 
Speedy jump while he is trav- 
ersing the barrels. 


that Speedy will have to jump in order to 
ground. It’s a blind jump, but don't be scared. Leap off 
the end of ihe last group of three barrels and keep 
pressing Right. Speedy should land safely and will be 
on his way again 


The difficulty level of the Desert traps that Speedy can spring 
Zone 1s greater than the earlier upon himself, ala Indiana 
stages. The terrain gets to be Jones's initial cave venture in 
more maze-like here. It’s almost Raiders of the Lost Ark. This 
as if Speedy 1s exploring some stage 1s a lot of fun and has a mix 
Mayan ruins There are several of action and puzzle elements. 


If Speedy toes one of the blocks that looks hike 1 @j” © Stand on the blocks that have the arrows on them to 
has a tile on top of tt, it will trigger a giant ball to™ make a platform appear and move to the left. When it’s 
drop down and roll toward our small vermin friend. To —_— Properly placed, Speedy can usc it to grab some cheese and 
4 avoid being squashed, sprint to a location that the ball then use it to continue to the right. Experiment with arrow 
won't roll to, They’re really not difficult to avoid blocks because this won't be the last time you'll encounter 

this potentially tricky situation 
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COUN TANS ccc (am 
ee eads oul the countr, 
. Maybe pa in the fresh a GONZALES 


enjoy the sights, stop to smell a flower 
or two. Heck with that! He just wants to make it to the end. Going 
through this particular section of country 1sn’tan enjoyable experience. 


© © TOSTART ~ ~TQ0GOAL + ~ 


How many times can we say “timing ts every- £ = ’ To make it up and around the curve that lies just to 
thing?” Plenty. Take heed, brave gamers because ©" the right of the gap, Speedy needs help. Bounce off 
this, one of the most over-worked phrases in the gaming of the plunger and sprint to the nght After he makes the 
world, really apples in this area Killer Bees have been loop (arrtba!), jump over the gap. Speedy will defy the 
positioned, presumably by King Rat, tn an effort to delay laws of physics and will end up standing on the middle 
Speedy’s quest lo unseat the huge rodent. ledge near the end of the map 


King Rat’s territory is Speedy’: 
lenge And what a challenge it 
traps everywhere in each of the three sections of 
Cheese Island. Watch your step because you may 
end up getting squashed or worse. Well, check that, 
there’s nothing worse than getting squashed! 


> + TOGOAL + ~ 


There it 1s! King Rat's castle! King Rat has four 

) henchmen (henchrats?} who will enter tbe play- 
quickly melts away inio nothingness, This par- field from darkened doorways Jump on tbe 

ticular ledge ts tricky because it takes a precise jump to head of each rat four tigaes) With the fourth hit, 
clear the flames to the nght of it. Drop straight down the rat will disappear and ¢he next will appear until 


¥ , Speedy won’t be able to stand on this type of 
i ledge for very long. As soon as he sieps on one, it 


from the upper ledge and then run nee to clear tbe finally, the ultra-quick King Rat shows up to duke it out 
with Speedy. - 


flames 
ra 7 Foeee 
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Star Trek—The Next Generation, by 
Absolute, brings the adventure of 
the popular series to Game Boy The 
game ts set up Ina simulation format 
that requires some practice before tt 
becomes comfortable to use You 
command the crew of the USS. 
Enterprise and must order charac- 
ters from the television show to ful- 
fill their normal duties Each mis- 
sion will require you to use all of 
your crew’s various skills With 


Mlaeutenant 
Wort 


Leutenont Worf is the 
tactical officer on board 
‘the ship He will raiso or 
lower the shields ond arm 
‘the ship's weapons systems 
on your cemmead He wall 
also report back to you if 
any of thees systems ara 
demeged or about to fait seemy ettacks. 


NINTENDO POWE 


Lieutenant Commander Data 
asin chaige of the operatrons 
control of the ship He ts 
respousible for setteg your 
‘caurse ged warp factor, 
checking the sensors, and 
nethng your orbit around a 
plenet. He alse wems you of 


Space, the final frontier. 


These are the voyages of 
the Starship — Enter- 
prise.... and you are in 
command, You and your 
crew must explore the far 
reaches of space in order to 
maintain peace throughout 
the Federation. Do you 
have what it takes? Come 
aboard and find out! 


© 1993 Absolute Entertainment, Inc 
® & © 1993 Paramount Pictures 


prise 


many different missions to com- 
plete, this game has long lasting 
appeal for Star Trek fans. 

The photo tmages of the different 
characters are very well reproduced 
and the other graphics are good as 
well Thecontroller functions can be 
awkward at times, especially when 
you are tn combat, but this can be 
overcome witha little practice Over- 
all, thts game offers a taste of the Star 
Trek series that Trekkies will love 


[let } 

Geordi La Forge 
Leutanant Commander La 
Forga is in charge of the 
engineering systems. His 
dues inetnde maintarsing 
ship systems, 05 wall a5 
tracking and repairing ship 
damege Remember you 
can have Guordi boost the 
Systems you seed most. 


Chet 
can u 


beam 
ships 


and d 


Miles O'Brien 
transporter systems. He 
troubled plenets. 


alsa uses the transporter 
to Jock ento elian intruders 


You hear fram the Captare ovly bofove and ofter ¢ mission 
Hope that his message 1s good 


Commander 


William Riker 


Commander Riker 1s the 
first officer of the USS. 
Enterpnse He is the 
officer to see rf you cant 
Femamber what your 
missios 1s, You can esk 


O Bren controls the 


38 the irawsporter to 
up objects from 

and defiver goods to 
Bnen 


him to review your osders 
os wall es check the time 
Fomainisg in your missios 


lestray them. 


‘When Cantin Ficord explains your mission, 
lake notice af the type of monen it is, Thet 
way yuu can etter prepare your ship far the 


a 
the abilthes af different areas uf the shis. 
Bosst tha shistés or the phesers before you 
ge into bate. 


Bolere you warp te a hostile sector, make 
sure that your ship 13 completely ready Have 
Lieutenant Wort raise the shields and acm 


Hove Eigutenent Commander Date set yaur 
Course te she weubled planet. Remomber, the 
higher warp you select, tha faster yeu vall 
get to your destination, 


As samn as you arnve in tha hestls secter, 
fata should check the seneers fur enemy 

niga. Note the direction and the aumber of 
enemy ships in the ance, 


tardate 40051 2—(1) After 

completing a routine 

Tesearch mission in the 
Vulcan Sector, we recerve word that 
a lethal virus 1s threatening the 
colonists on the planet Krios. It 
is also rumored that renegade 
Klingons may be in the area We 
must ready ourselves for the worst. 
(2) Realizing that we may be head- 
ing into a combat situation, 1 have 
asked Lieutenant Commander La 
Forge to boost the phasers for addi- 
tional attack power Even though 
this takes time, we will be able to 
deal with enemy ships quichly. (3) 
Lieutenant Worf raises the shields 
prior to the warp to Krios, so we 
will be ready for any attacks (4) 
The course to the planet 1s set by 
Licutenant Commander Data and 
we travel at Warp Factor 9 to shor- 
ten the estimated time of arrival. 
(5) Checking the sensors on arrival, 
we locate two Klingon Birds of Prey 
off of the starboard bow (6) Cir- 
cling around, we find the Klingons 
in our sights and open fire with full 
phasers After a short battle, the 
Klingon threat is diminished, and 
La Forge reports that there ts little 
damage to the Enterpris 
Our priorities now turn towards the 
colonists on the planet (7) After 
reaching our destination on 
impulse drive, Lieutenant Com- 
mander Data attempts to set the 
ship in orbit around the planet 
This requires strong piloting skills, 
for we must maneuver the ship 
through the center of all 13 orbit 
windows to establish a strong orbit 
(8) With the planet below us, we 
are ready to transport the colonists 
tothe ship Lieutenant Worf lowers 
the shields before the attempt 1s 
made, (9) Chicf O'Brien searches 
the planet for the colonists and 
attempts to lock on to the target 
When O'Brien finds a strong lock, 
he powers-up the transporter, 
bringing the colonists on board, 
one at a time La Forge’s boosi to 
the transporter speeds up Chief 
O'Brien's job, making it easier to 
save the colomsts (10) With all of 
the colonists safely on board the 
ship, we return to Earth and await 
our next mission 


STAR TREK 


When y: a get he enemy siti am your sgt? 
fast it with alt ‘Qul Phasers make 
iargets vasior te hit but da lors damage then 
ihe photon torpedee 


You must scteblish an eriat iefere you can 
trangpert to a planet. Direct the ship through 
the contor of the square rings te ewangihen 
‘your orlat 


Ctyef O'Brien crust ecteblish  strang lock eft 
his targat batore he can wranspart st te the 
ship Having Geert: beost the wancporter will 
make this oa 


‘After safely collectng all of th 
fram the planet below, your mi 

cess. ICs ime ts = heed back we Earit and 
‘wart yaur next mises 
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da 


he second edition of 

the popular 4-in-1 

Funpak brings four 
more classic games to Game 
Boy. All four of these games 
normally require a fittle 
elbow room to play, but with 
a Game Boy you can take 
them anywhere. Although 
the play control can be diffi- 
cult at first, the games 
themselves are fun to play. 
Challenge the computer, or 
Link-up two Game Boys and 
play against a friend. Either 
way, this is the perfect com- 
panion for long road trips. 


BU 


You can choose the rules and number of cards yeu flip wath each tur. 


NINTENDO POWER 


4-IN- 1 FUNPAK’ | 
VOLUME II 


Oaeo 
[[someasrunaro= 


SS 


© 1993 interplay Productions, Inc. 4-In-1 Funpack. Vol. is a 
trademark of Internlay Productions, Inc. All rights reserved. 


GOING SOLO 


he classic game of solitaire can be played several 

different ways by adjusting the various options 

At the beginning of a game, you can select Vegas 
or Standard Rules In Vegas Rules you can only deal 
through the deck three times, while in Standard Rules 
you he ave unlimited dealing The 2-player version of soli- 
taire is an entirely different game, in which you try to 
emply your stack of cards before your opponent empties 
his or hers 


Check out the 2 player goma. 


4-IN-1 FUNPA 
VOLUME I 


ow you can play dominoes without clearing 2 tableto 
play on, As you lay a domino on the board, the 
screen redraws to show both of the open plays. This 
may be confusing the first couple of mes that you play, but 
it makes the game move quickly. The scoring option 10 this 
game can be set at 50 or 100 pomts You score points by 
playing all of your dominoes before your opponent does, 


core: 


Empty your hand to scare poonts, Press the B Button to swatch between your hand snd the bosrd 


Il the elements of the card game cribbage can be 
found in this video verston of the game Cnbbage 
can be confusing to the novice player, bul expe- 
rienced players will take to this game quickly, Although the 
play control of this game can be awkward at umes, it does offer 
a good game of cribbage You can play agatnst the computer or 
you can Link-up and play against a friend. 


ae al 
eale 


you will score a zero, After all the categories have been 
filled, the high score wins You can play this game against 
an opponent or practice playing with a |-player game 
When you are playing, don't forget to highlight the dice you 
want to roll again 


acht is a dice game in which you get three rolls to try \\ 
to make different scoring combinations. With each 
turn you must fill one of the scoring categories or 


Try to roll the high ond 
lowe straights early in the 


2 


bed 


e * ® 
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*'HOW DO | GET PEOPLE 


TO JOIN ME? 


here are more than 100 people 

| In the game who can join you, 
but they will do so only if you 

raise their levels of Trust in you You 
must build your Experience Level to 
at least 7 before anyone will Trust 


you, and one good strategy 15 to raise 
your Experience to about Level 10 
while you're in the first cave. Time 
does not pass while you're in caves, 
so when you emerge with 
Experience, only one day will have 


Bruce Long 


passed and you will have cnough 
Experience to get people in the first 
areas you travel to, Totomi or Mt 
Fuji, to yom you. Talk to them to 
build their Trust in you, then see if 
they'll join your party 


‘The numbers that eppearin the upper lett when you 
talk to people show their levels af Trust 


2 | HOW DO | USE THE POWER ROD AND FIRE STAF 


though you cannot Equip 
them, the Power Rod and 
Fire Staff are useful items 


thal can be used in battle. The Fire 
Staff, which can be used only by 
Wizards to cast the Fiero spell, ts 
sold in several shops for 1,680 gold 
pieces Sages can use the Power Rod 
to restore Health to party members. It 
ts sold only in Settsu and Yamashiro 


Castles 


NINTENDO POWER 


Build your Experrenca Levelin the first cave Time 
stands stil while you re in there 


When your Experence Levet reaches 7 or higher, 


you cen talk people into yaining you 


used Fit 


* HOW DO | TOPPLE THE CRANE AT 
THE END OF LEVEL 2? 


1] you take a look at his 
[- prints, youl see that the six 

squares under the je are vul- 
neruble to pecking, but standing next 
lo them ts dungerous You have to 
keep moving so the Coyote won t 
drop the wrecking ball on you or run 
you down with the crane Jump up 
and get 4 lew hits in while the crane 
moves away trom you. then quickly 
drop down and run to the appostte 
side to peck there [t takes four pecks 
per square to get rd of them 


|? ff HOW DO | DERAIL THE C 


he Coyote ts at the controls at 
the end of Level 3, and he’s 
tossing oul homby every ime 


he drives by in the Steam Engine, 
The first sertes of bombs explodes 


wy he makes his | 


ge of exploding 


the Coyote throws oul 


a HOW DO | MAKE 


he transporters in 5-B make 
travelir st, but they also 
make it difficult for you lo 


tind your way around Use them in 
he lollowing order to reach the 


Fiom transporter fi run to the right jump to the ledge 
above and sun oft to transporte 


Wile E Coyote s blueprints shaw the six squares that 
you Il necs to pack four umes 


quickly. but the second set bounces. 
to a stop without exploding. Don't 
let the falling bombs hit you Watt 
until the Coyote comes back and 
peck the bombs into the engtne’s 


Pack the bom 
smokestacl 


at land baside you into the engine S 


en ist 


goal Go from I to I, 2 to 2,3 to 3,4 
to 4,7 to 7, 8 to 8, 9 ta 9, II to i, 
14 to 14, 15 to 15, 16 to 16, 17 to 
17, 18 to 18, and from there up to 
the exit on the ledge above. Most of 


Jump to the ledge below 11 and run aver the dips to 
the right until you see transportar 14 


Jump up to the crane s platform and pack al the 
squares as thu crane Moves away 


smokestack, then run for the other 
end of the train to avoid the next 
barrage of exploding bombs It takes 
etght bombs to make the eng 
blow tts stack 


twill be the end of the line for Wile E when you land 
eight bombs in tha smokestack 


easy to muke 


the connections are 
because the pairs of transporters are 
pretly close together, but you'll have 
to go a few screens to the right from 
11 to lind 14 


Run to the night from 15 and go straight up the wall 
The ledge with 16 1s on the left above 
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HOW DO | RAISE THE EXPERIENCE : 
LEVELS OF MY PARTY MEMBERS? Jim Gente 


ou can't raise the expertence Once you've learned a mantra, travel When you return to the Shrine anc 
vels of the other characters to the appropriate Shrine, meditate repeat what you learned, your party 
in your party. but you can (“speak” to the altar in the center), members’ Strength, Dexie rity and 


ratse their stats by v 5 2s then go to the Shrine of Codex t Intellgence wall be increased 


learn about the corresponding virtue 


Meditate by saying the manire you leerned to the Alter med 
altar m the center of the Shrine learn abou 


|? fH HOW DO | FIND LORD BRITISH’S CROWN? 2. 


ou must have the Black 

Badge in order to enter the 

room where the Crown is 
being kept in Blackthorn’s Castle To 
get the badge, you must travel to the 
town of New Magincia and talk to 
Elestaria If you tell her the 
Oppression Password, which you 
will receive from Flam tn Skara 
Brae, she will gtve you the badge If 


you wear the he idge into the castle, — 

Lord Blackthorn williletsarttnte: the Iai pase Password, Elestana will Hsia toe nea Eee Castle, the 
) ge you the Black Badge let you re OWT 

room with the Crown ohana 2 : ices 


|? BICAN I BRING A GHOST BACK TO LIFE? 


lo the Shrine of Codex to Return to the Shnne io have your members Strength, 
corre sponding virtue Dextenty end Intelligence Increased 


» long as you haven't asked ter’s health restored by visiting a Il, however, you have already asked 

the Ghost to leave your par- Healer. have the deceased charaeter the Ghost to Jeave your party, it's 

, you can hring it hack to use a Gold Scroll on himself or her- too late You've lost that character 

ite u one ol three methods of self, or have another party member for good Think twice before asking 


cast d resurrect spell on the Ghost. Ghosts to leave 
LL} —d —> es 
ouPne 
YRRNA 
HARIAH 
precanc 

4a Lo i 

38 


ResUnrnr aE 
THe sto oud 


‘or have another resurrect iL 
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WHERE IS THE LIZARDMEN’S NEST? 


ou won't be able to tind the 
Lizardmen’s Nest until you 
spend the night at Kett's 


Rooms, which are m the swamp area 
During the night, the Girl wall disap. 


- Good m.. 
oe 
DOT is missing* 


‘Whan you spand the night at Kett s Rooms the Girl 
will he kidnapped 


o open the door in the room 
with the two Crystal Orbs. use 
your Ice Magic Cast the spell 


and guide your magic so that it 


ac 


i 


erry 
ae ait Sp 


pear The next day. two men will tell 
you about a Mirror that you'll need in 
order to save the Girl The Mirror 1s in 
the Mush Cave, but you can‘l enter it 
until you retrieve the Bronze Key lrom 


Lizerdmen’s nest 
is te the south. 


IN THE TEMPLE OF MANA, HOW DO YOU OPEN THE 
DOOR IN THE ROOM WITH TWO CRYSTAL ORBS? 


strikes an enemy while als standing 
on the switch Thrs will instantly 
freeze the enemy on the switch, auto. 
matically activating 11 When the 


Mike Caldwell 


the Lizardmen’s Nest, which 15 south of 
the cave When you leave Kett's Rooms. 
and travel south of the Marsh Cave. 
you'll now find the nest’ Fight the 
Lizardmen, one-by-one, to eam the key 


When you defeatthe Liardmen, you'll gatthe 
Bronze Key that opens the Marsh Cave 


switch trips, 1 opens the door on the 
ttght Exit through the door and 
climb the statrs up to your encounter 
with the Red Dragon 


Defeated 
Red Dragon? 


wv 


‘Usa your Ice Magie 10 
‘standing on the central 


When the enemy be 
vate Ihe swilch that opens the door 


eS a snowman, will actt 


Now you can ext through the door on the right and 
climb the stairs to meet the Red Dragon 


TAP THE POWERLINE FOR POINTERS FROM THE PROS 


Counselors’ Comer 
P.O, Box 97033 
Redmond, WA 
98073-9733 


(206) 885-7529 


Nintendo Game Play 
Counselors are on call 
Mon -Sat 400am to 
Midnight and Sun 
800am to 5:00pm 
Pacific time 


VOLUME 51 79 


cuNSELORS EXTRA! 


Both Stage 1-2 and 1-3 are space 


ASTEROID sc ene se ou have your choice of . SPACE 
FIELD cockpil or exterior views You ARMADA 


should use whichever 1s comfortable 
for you, but it 1s a little easier to 
dedge obstacles m the Approach or 
Standard Views 


AGE 13 To destroy the Atomic Core shoot the 
ctrades that o When the core opens, 
center to destroy it. Roll ta avoid the 
Balls 


- 


nd of this stage many ene 
Roll while constantly firing at 
# cannons to destroy them 


ad 


STAGE 13 You cannot edvence through this stage 
estroying these two space battleships Ta 
3, enter the tunnel and blow up their power 


STAGE 1-2. At ims point in the stage, you will see & 
ranguler formation of esteraids Fly through the tn- 
angle to discove and retrieve a Twin Blaster Power 
Up 


3. Near the beginning of this stage use 
your retros to slow down fou can shaot the three 
diamonds A 1 Up ship will appeer if you hit them afl 


80) NINTENDO POWER 


A METEOR 
BASE 


The going gels rough in these two 
stag On the Meteor, use the 
Approach View, which gives you more 
me to react Whtle orbiting around 
om, use the Cockpit View to better 
ne mussiles that are launched Irom 
the surface of the planet 


ot Dancing Insector s legs even 
to ca 
5 legs will wither ¢ 
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COUNSELORS’ 


EXTRA! 


The final stage of Course J and the 


yas A cdee Meneses SECTOR X 


borh, you must dodge many geomet- 
1 ie 


¢ obstacles while hetng atta 


enemies. The Approach View ts hese 
tor avording collisions 


ailing blocks 
Nova Bob Use 
38 you grab the 


STAGE 22 The girders 
est palh t y 
er cerefully you can also get a Nova Bomt 


STAGE! 6 The gu 
the an pint SI 
direct 
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Professor Hai 
vasy to beat To defeat t 
Hydra tn 2-4, sho 
though u ¢ 
them) untel they disappea: 


2s 2-3 and 2-4 can be tough. 
gar. the boss of 2-3, 15 
e Playma 
1 the arms (even 
desn’E seem to damage 
then aim 


for the hody 


STAGE 24 Never ever sh 


spinning 


AGE 24 Turn and bur 


ehind the right 


tonly mal ad! You must, how 


wy stingrays with your 


y Space Amocha 
pick up the 1 


3 Before you destroy the 


eather contrat 
rt exitthe loop power up 
loop with the Twin Blaster that s behind the 


door 


Take the route up the left side of the 
call Nova Bomb And ure to 


“| sector Y 
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ing through piles of mail with all kinds of great on top! If you can think of a challenge of your own, then 
scores! Many of the photos we have received this send it in and we'll have a look at it, too, 
month were very close to beating the top players, so keep 


: . cores, scores, scores, This month we have been sort- —_ sending 1n your accomplishments until you see your name 


CHALLENGE 


TRACK AND FIELD 
How high of a score can you get How high of a score can you get in Whal is the lowest score you can " 


on the Rasy Mode? the Competition Mode? get on the Japan Course? 
= c = 


T_T ! 
<a 


k? I i fe] iwitlt Be careful, there 
5 10.000 p are lots af water 
win the gold medal hazards 
= a — 
| ee 
What is the hest time you can get What is the best time you can get What is the highest score you can 


on the Port Town II time trial? on the first track in the circuit? get on Game A? 


| use the practi 
mode so you Ca 
rave alone 


ASTEROIDS 


Whats the bigges! Black Bass What's the highest score you can How much money ean you finish 


you can catch? } get in this classic Game Boy game? the game with? 
~—— > j SS = 
a7ou a s 
ae...) 
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Highest Score 


Stephen Krogman 
Boca Raton FL. 
Sa 


2 248,830 


Most Lines in Game A 


| Matthew Kunofsky 
Brooklyn, NY 


204 lines 


Robert Bixby Sr. 176 lines 


| 


Bernard, ME 

Keisha Roberts 175 lines 
Harnsonburg, VA 

Joy Corpuz 174 lines 


Edmonton, AB 
Lenora Perry 
Skagway, AL 


171 hnes 
| 


Highest Scores 


Derek McClinton 
Game Play Counselor 


66,500 


Daniel Garcia 
Fabem, TX 

Scott Peters 
Kaukauna, W1 


59,500 


58,900 


| Joseph See 58,300 
Ripon, CA 
Wayne Priskill 57.400 


| San Leandro, CA 


@ SEND US YOUR @ 
HOT SCORES! 


SUPER MARIO KART 


Best Time on Mario Curcuit 1 
Time Trial 
Ricky Innocent 100 88 
New Castle, PA 


| Scott Walters 1-01:71 
Tempe. AZ 

Matt Bowman 1:01:98 
Elkins, PA 


Joe Bastone 1:02:46 


Monticello, NY 


Highest Scores on Game A 


Kellie McCoy 29.465 


Verna Osburn 20,915 
Sacramento, CA 
Louis Buono 
Brooklyn, NY 
James Ditto 
Ellenwood, GA 
Jason Naylor 


16,905 
10,595 


10,100 


Dinuba, CA 

Randy Cross 9,455 
Meadow Vista, CA 

Sheila Just 9,325 


Vancouver, WA 


Best Time on Port Town II 


Joel Niedrich 
Game Play Counselor 


22843 


Send us your name and address with a photo of your 
accomplishment! To take a photo of a NES or Super NES 
game, use a 35mm camera without a flash. Tusn out the 


lights in the room, hold the camera steady and shoot your 
best shot! To take a Game Boy photo, place your Game 
Boy onto a fiat surface, then take your photo using 
natural light. Make sure the system is included in your 
photo. Nintendo ts not responsible for lost or late mail. 


All scores printed are decided by the Nintendo 


Power staff. All decisions are finat. 


Send to > 


Best Time on Mute City I 


Ron Hooks 
Princeton, KY 


Kevin Clark 
Eustis, FL. 

Gregg Geregosian 
Port Clinton, OH 

James Baradine 
Loomis, CA 

Justin Mazer 

New Albany. NY 


1:55:23 
1:57:03 


1.57:99 


TMNT IZ: TURTLES IN 
TIME 


Quickest times to finish 


Jeremy Ramos 
Redlands, CA 


Kanan Fung, 
Brooklyn, NY 
Keven Peper 
Duncanville, TX 
Peter Godiney 
Los Angeles, CA 


Martin-Pierre Lussier 
St. Hyacinthe, PQ 
Tom Smith 
Los Angeles, CA 


Jeff Doiron 
Westbrook, ME 


7, 


x 


NINTENDD PDWER PLAYER'S CHALLENGE 


P.O. Box $7033 
Redmond, WA. 98073-9733 
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TM & © 1993 Universal Cily 
Studios Inc Ambll 
Entertainment Inc 

& Ocean 


Millions of years ago; life in Ocean's new 
dinosaurs ruled the earth, lineup of Jurassic Park 
awesome beasts of breathtaking games. This month we take a look 
size. Extinct for ages, the behe- at the NES version, in which the 
moths are about to come back to experiment runs awry. 


PROBLEMS IN THE DINOSAUR PRESERVE 


In the NES version, Jurassic Park, 
the theme park first made famous in | 
Michael Crichton’s bestseller and 2 
brought to film this summer by 
Steven Spielberg, 1s recreated in six 
stages. The dinosaurs’ natural sungle 
habitat has been reproduced on a 
fog-shrouded, tsland park where the 
untamed beasts roam free. And be 
warned—it’s no petting zoo. For one 
or two alternating players, NES 
Jurassic Park puts you on that amaz- 
ing island, at the mercy of the mas- 
sive beasts. Then, something goes 
dreadfully wrong with the experiment. 


BIOLOGICAL 
HAZARD 


AUTHORIZEO 
PERSONNEL ONLY 
ae 


4 


A PRODUCT OF BIOTECHNOLOGY 


Te game follows the plot of both book and movie. John Hammond, 
a visionary entrepreneur, imagined a theme park that was more than 
Just scary tides and claborate backdrops He wanted to create the real thing, 
a place where people could watch actual dinosaurs at play When biotechni- 
val advances made his vision possible, he watched his dream, Jurassic Park, 
come to life on a remote and mysterious island 


RAPTOR 


BRACHIDSAUR 
OENZ 


RAPTDA PIT 
VISITORS* 


The odd-looking 
Dilophosaur is nick- 
named “The Spitter,” and for good 
teason When aroused, they 
spread Beir brightly colored 


The massive Bra- 
chiosaur. aiso known 
as the Brontosaurus, 


BEY 
THE GATES | 


John Hemmond’s vision never 
took int: account whal could 
go wron; —what could happen 
if the .mimals weren't so 
docile When you walk beyond 
the gates of Jurassic Park, you 


The slow moving 
Trieeratops is fear- 

some looking but is actually 
quite mild-mannered. Three 
horns grow from tts huge head 
take yow life into your own and it gets around on short, 
hands Hammond's a squat legs. Even 
grandchildren have dis- though it’s about 
appeared and are known . ' the Sects mod- 
lo be somewhere within 
the compound, It’s up Lo 
you to find them 


LEVEL 


GATHER 
‘EGGS 


When you first enter any area, 
you must collect afl the eggs in 


order to get a Passcard that lets 
you proceed. The counter in the 
upper left corner of the screen 
lets you know how many more 
eggs there are to find 


When you collect all eggs in the area. 2 
Passcard wail appear Use st on a compuler 


BUILDING 1 


Pick up the passcard and 
enter the building in the 
tower left arca Gather all of 
the eggs in the building and 
log on to the computer. 
Choose the “Hetp Request” 
option to receive informa- 
tion about the whereabouts \ 
of Tim Hammond. 


-@ 


DINOS ON THE LOOSE 


When you use the first Passcard, which is 
in plain sight, you'll find out that Tim 
Hammond, John’s grandson, is trapped 


BUILDING 2 


Now enter the building on the nght 
and gather the eggs inside. Beware 
of picking up the Question Blocks. 
Some of them are helpful, but 
others explode in your face. Log on 
to the computer and use “Gate 
Control” to open the main gates 


just beyond the main 
to find another Passe 
how to open the massive gates 


>>. It’s up to you 
nd figure out 


Enier the gates and touch Tim. Hel 
fellow you as you dodge the dinosaurs. 


4 John Hammond's granddaughter, Lex, 1s 
also lost. She’s being held somewhere 1n 
Stage 2, but you'll have to brave Spitters 


DODGE THE DILOPHOSAURS — 


Herds of Dilophosaurs, or Spitters, inhabit this area Turn up atic sound 
and listen for the hoots that mean they're about to spit 


Tha Spitters travel in huge herds so 
lots of them attack af once. 


The Spitters guard their eggs 
jealously Listen tor their Roots 


T-REX TROUBLE 


It’s hard to gather eggs with fearsome Ti tes around They’ re very 
quick, and when you get near their eggs, they'll dash in and attack To 


earn your Passcard, 
you'll have to be one 
siep quicker than 
they are. 


You II have to be fast on your Be quick. Grab the Passcard 
feet to gather T Rex eggs. and hot foot 1 for the exit 


and T-Rexes to find her, Once again, you 
must gather eggs before you earn informa- 
tion that will lead to her whereabouts 


MOREAHEAD 


There is another river area 

ahead, Eggs are optional 
here, but you get bonus 
points for each one you 
find. 


UP A RIVER 


The first part of the nver1s 
shown above. You have to 
complete one more sec- 
tion of the same length 
before you move on. 


For some reason, all of the computers in back on line to complete Stage 3. Watch 
the park are down. You’ll have to figure your back—the dinosaurs in this area are 
out what the problem ts andgetallofthem becoming very aggressive 


NO CAKE WALK 


This stage 1s much more heavily reptiled 
than the previous two, and there 15 also 
thick vegetation that gets in your way 
You'll have to find places to sneak through 
the brush to gather eggs as you avoid the 
aggressive attacks of the dinos 


There are more dinosaurs 
in Staga 3 and they re 
more aggressive too They 
BS like to hida on the onder 
brush. 


atentneinaiontinte 
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ie 2 
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Oinosaurs can sttack from the other sides of fences. You If 
hve to pick your way through the brush to get eggs 


POWER-UP THE COMPUTERS __ SECRET SEQUENCE 


Enter the building in the upper left toturn on You must power- up the computers in the night se- 


the power Pick up the Question Block on the quence to complete the stage. Enter the building on the 


left only—the others are lethal tight and turn them on in the order shown on the map. 


The only helptul Question Walk up to the switches above 
Block 1s tha one on the left tw turn the power an 


WARNING 
BIOLOGICAL 
MATERIAL 


a 


TERATOGENIC 
AND 
MUTAGENIC 
AGENTS 
PRESENT! 


APTN TE, 
: iP ae : 
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MORE PARTS OF THE PARK 


The first stages are relatively easy—just 
wait for the challenges that await in the 
final three areas Time becomes more cri- 


» LEVEL 4 


The goal in this stage 1s to de- 
stroy the Raptor nesis. To do so, 
collect three time bombs from 
the buildings and place them on 
the nests. You must hurry to 
escape before they blow. 


‘The early version of Jurassic Park for Game Boy was 
just like-the NES version, except that the graphics were 
sietially much better, The maps were the same, but 
everything was rendered in more detail. 


FEEDING 


INOP pereemrn | ar -_ 
JURASSIC PARKIS @ 


COMING TO THE SUPER 
NES IN LATE SUMMER! 


acai 


{ ad: a _2. == 
‘The dinosaur at the start shows the The map of ae Tis the same os 
detail of the Game Boy versien i was if the ‘version, 


tical, rescues become more complex, and 
dinosaurs become more brutal as this 
Jurassic experiment goes tragically wrong 


LEVEL 5 


In this stage, you must get to the 
dock and use the radio there to 
call for help. The challenge is in 
finding the door that leads to the 
room with the radio. Your Pass- 
card opens only one. 


This versron alse has an Info 
‘ophan missing from the NES game 


The parks two largest dinasaurs are the Gallimimus 
and the Tyrannosaurus Rex, shown here 19 
thejr detailed Game Bay forms. 


HANDLE WITH 


LEVEL 6 


Now it’s ume to execute the 
escape plan. You must reach the 
helipad to be picked up and 
saved, but on the way you'll have 
to gather eggs to get the Pass- 
cards that open the right doors. 


The dinosaurs are rendered in 
richly detailed graphics. 
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2 OL Se) 
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VIABLE EMBRYOS 
EXTREME CARE! 


NB 


o1) 


King’s Quest V was released in June 
of 1992, Because so many NES 
games came out that month, we 
passed on covering it then. It con- 
tinues to generate so many phone 
calls to our Game Counselors, 
though, that we decided that a 
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review was in order. Although it was 
originally a computer game, this 
RPG translated well to the eight-bit 
format. As the game begins, King 
Graham leaves Castle Daventry to 
walk in the nearby woods. In his 
absence, a great wind whirls in and 
swallows up the castie and everyone 
inside. When Grabam returns but 
finds no home, he immediately 
Suspects that his long-time enemy, 
the evil sorcerer, Mordack, is behind 
the disappearance. His suspicions 
are confirmed by Cedric, an owl who 
witnessed the strange occurrence, 
With the help of Crispin, tbe king- 
dom’s wizard, and accompanied by 


© 1991 Sierra On-Line, Inc. © 1991 Konami, Inc, 


ABSENCE MAKES 
THE HEART GO YONDER 

Konami's NES version of the fifth 
game in the popular PC-based RPG 
series dets players continue the 
rivalry between Kii 
the wicked sorcerer, 


Graham and 
ordack. 


Cedric, Graham sets out to find his 
home and family and return them to 
their rightful place. In the begin- 
ning, his only weapon is a worthless 
wand, but he gradually finds items 
that will be useful to him on his 
quest. 


ae F 
—— 


§ ete 


As he searches for his castle and family, King Graham will 
visit several strange areas. He begins with his companion, 


Cedric, in front of Crispin’s houss. Follow the directions 
indicated on each compass to find the various areas. 


SERENIA 


While Cedric waits at the outskirts of town, enter 
Serenia and talk to the shopkeepers. Find out what the 
various people necd, and search for two valuable items. 


BY THE BARREL 


Atter you ext from @ shop, look an the ground next to tha Barrel You'll 
see a Hashing Silver Coin, Pick it up then check tha Barrel Thené’s a 
dead fish in there that will come in handy later on. 


TE ae. 1 
qi ai 
2) © 


Drink from the container in front of the hideout, then 
enter the tent on the right. Be quiet! If you wake the ban- 
dits, youll be in big trouble. Find the Staff. 


Take the Staff from the wall and 
Teturn to the temple. Use it to 
‘open tha door, than enter and get 
the Brass Botte end Gold Con. 


Look for a Shoe near the Desert Temple. Don’t wander 
very far—water is hard to come by and you might suc- 
cumb to thirst. Take the Shoe to the Cobblers in Sersnia. 


WATCH THE BANDITS 


At the templs, hide belund the ruck on the right and watch the bandit use 
a Staff open tha front door The bands wall stash their loot inside the 
temple then they'll take off Find their hideout, 


FQN THE FOREST 
Go to the Fortune-teller’s wagon in the forest and give 


the man standing by it the Gold Coin. He will let you talk 
with the gypsy inside who gives you an Amulct. 


tha forest and grve the man 
oe 
in you picked up in the 
Desert Femple. 


VOLUME St 


Put on the Amulet af the entrance to the Dark Forest 
The witch wall cast 4 spell that should turn you ito a 
frog, hut Ihe Amuict protects vat from the spell While 


‘The witeh vell try to ture you inte 9 frog but the spell wen t work 
When she opens the Brass Aotle the Genie who 1s glad to be tree 
efter being coaped up for years vall kettle her up in his place 


wei’? 


ae 
cian 
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DARK F 


() REO! 
she tries to figure out why the spelf didn’t work, put the 
Brass Bottle in front of her She'll retease the Geme 
inside, who will then bottle her up 


VISIT THE HOUSE 


Enter the watch ¢ house and open the chest t get the Spmnaing Wheel, 
then take the Key ftom the incense burner henging frum the celing Gat 
the Pouch Irom the drawer an the left ond leave the house 


Trade the Emeralds for the Dwarf’s Shoes when you 
leave the forest, then visit the elderly Gnome and his 
son. Give him the Spinming Wheel, In return he'll give 


The Shoe Shop has fallen ce hed tmes When you offer the Qwarf's 
Shoes is the owner hell ba se overjoyed that he'll tey dawn tws 
Hammer and leave on the spot Prek up the Hammer before you cut. 


Alter you use the Tambourine to scare the Snake away. 
you'll be able to enter the Mountains. Put on the Cloak 
and use the Rope to chmh to the rock Jedge Saye the 


Follow the mountain puth up to the fzen waterfall From there use the 
Rape thet you picked up from the basement of the Inn ti chmb up the 
rock ledge t9 the mountaintop Seve yeur gema at the top 
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MOU} 


you 2 Marionette Search the Haystack by the Inn to 
find the Gold Needle. then return to Serenia Fxchange 
the Martonnette for a Sled in the Tov Shop 


THE TAILORS SHOP 


If you teke the Gold Needle thet the ant: helped you find to the Tailor 
you can swing e sweet dect on the Clozk that Graham admired earher 
‘The Feiler val trade you straight acrose needle for Claak. 


game at this point, then jump across on the stepping, 
stones. Some of them chsappear suddenly, so you'll be 
glad that vou saved your game 


Play your Harp for the Ice Otten to keep from betng thrown in the 
dungeon When che makes you fight the Yer knock it off the chif wath 
the Pre Take an Ice Crystal from the cave wall before yeu leave, 


sappy 
Eeet, 


After youre rescued and dropped on the beach by the _ the door but he'll go back inside because he can’t hear 
Eagle, pick up the Crowbar and head to the hard-of- anything Go up to the shipwrecked boat and use the 
hearing Hermit’s house down the beach. He'll answer Beeswax to mend the hull. Sail the ship to Harpy Istaod 


When you first meet the Hermi he retreats quickly because he can't 
hear anything. Go north from his house to find the wrecked ship then 
tisa Beeswax to repair it. Set sall for Harpy Island. 


Take the wounded Cedne and the Shell you find on Harpy Island back 
to tha Hermit’s house He'll use tho Shell to hear ond he'll heal Cedric 
ond persuade « Mormaid to take you lo Mordock’s Castle. 


Fa ee Vi Oy aoe 


wee 


ed whet 


The Harpies capture both 
you and Cedric as soon as 
you set footon their island. 
Cedric disappears, but the Pi the Hep 0 & 
Harpies begin arguing paid Ms Ut 
over you. If you play the srounl aban iant ee 
Harp for them, they'll 
begin arguing over it and 
they'll fly off. Pick up 
a Silver se tiook from Tatas heath 
the ground, then go find 

Cedric, He's badly mjured, [J the hesch, body’ mud 
Get the Shell and leave, 


You crash your ship into the shore 
upon arrival, but you don’t need it 
anymore. Pick up the dead Fish from 
shore, then climb the stairs Stop and 
Save your game before you reach the 
twin Serpent Statues They fire 
deadly bolts from their eyes, so don’t 
try to pass without using the Ice 
Crystal. Ht will reflect their searing 
gazes right back at them. 


CAT'S IN THE BAG 


Whan the Cat shows up throw ihe dead Fish 
‘at tt, then put it into Ihe Pea Sack. 


MAKE A MAP SCORE CHEESE 


Use the Crewbar to force the vent open Theow the Silver Fish Hook into a mousa 
Make a Mop ef Mordack’s Dungeon as you go hole 9 Ihe Dungeon ond reet in some cheese 


TAMBOURINE 


‘Whan tho Glue Beast shows play the Tam 
hourine (t voll teko it and leave a Hairpin 


MORDACK 


Fix Cnspins Wand Use the spafls you learn 
from the Lab Book to detest Mordsck. 
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Star Fax haids the tap spat by a strang margin for the secand manth in a raw. Maria sweeps the 
Game Bay charts, taking the tap twa spots. Meanwhile, The Legend af Zelda: Link’s Awakening is 


warking its way up the charts, anticipating a strang release! 


STAR FOX 


Fox McCloud and his fel 


5 MONTHS 


low pilots confront the evil 
a again this month. 
a ae game is the hottest 
J title in the solar system! 
TRE F FIGHTER "ase 
» WARRIOR 
seems) The World Warnor is still 
aS fighting hard to keep on 
a top. How well will it do 
Fn once Street Fighter Turbo —— 
J 4 E MONTHS ay ones Sere 
| THE HE LEGEND OF ZELDA- St 
THE PAST 
=e +4 Zelda 1s lost in the Dark 
yy, ———. World, and Link 1s her only 
hope. Everyone wants to get 
their hands on this adven- ————— 
lemctiotmeensiiemss (UTC! 
* Coming around the fourth 
turn, Mario and all the 


The things you can make 
with Marto Paint are 


other racers pull in with POINTS endless, and that’s what 


another strong finish keeps it im demand! 


NINTENDO POWER 


7,297 
PSINTS 
4,576 


+ 


(10 
11 
12 
(13 aes 


(15 
16 ssi 


POINTS 


4,350 


POINTS 
9 3,886 
US sents | 


IN) 3739 | 
POINTS 


3730.) 
LET points | 


3,605. 
POINTS 


. 3,583 ae, 


(14 Beis ea 


3,210 
LED ecints, 


(qe 31 
LEY POINTS } 


MARIO PAINT 18.22. 


FINAL FANTASY 1 

SUPER MARIO WORLD 
TECMO SUPER NBA 
SIMCITY 

TMNT TW: TURTLES IN TIME 
) BATMAN RETURNS 
(12 soitis, SUPER STAR WARS 
NCAA BASKETBALL 
SPIDER-HAN & THE X-HEN 
F-ERO 

THE LOST VIKINGS 
TINY TOM ADVENTURES: Ha "== 
SUPER GHOULS & GHOSTS 
NHLPA HOCKEY "93 


WARCARE'S, 
AEHENCE 


| SHANGHAL II: oeecows ee 


i 2 got SUPER ARID IND? ch cs 


fi Mario ts Irying to get his 


castle back from his evil 


al nemesis Wario, Check out | & 
41 MONTHS) © j all the action and see what 
makes this game great! 
14,809 SUPER an LAND 


™ GiHe does i again folks! 
Mario takes the number one 


POINTS 
a rd and number two spots on 
(35 MONTHS) 1a ee | the Game Boy charts 


| 11,75) METROID I: RETURN OF SAMUS 


4G Grab your Ice Beam and 


POINTS | destroy the Mother 
| elo Metroid Samus's adventure 
| 20 MONTHS. still rocks the charts 


. TINK’. 
AWAMENINE 


| (DARBY'S DREAN FD eer: 


Kirby inhales the com- The msing anticipation 
9311 for Link's Game Boy 
gall adventure ts shooting it 


petition and spits them 
ae back out tn hus first big 
adventure up the charts. 
F 


better check it out. 


7792 MEGA MAN WZ 


Mega Man ts knocking out 


f 12.418 SUPER MARIO BROS. 3 
fo At the top and running 
POINTS strong! Mario dons his cape 
AG MONTHS) Cesctematy tn woe os 
5 Tg F LEGEND OF ZELDA 
POINTS icc dives chan 
(59 MONTHS) | A ee 


POINTS the competition with his 
Mega Blaster. You better 
| 6 MONTHS 1 a get it before he gels you 
OD BATTLETOADS ) FINAL FANTASY 


|Take your band of 
merry warriors for the 


| Zits, Pimple and Rash 

| are back in the top five 
} 266) this month Games like 
‘ this always return! 


6,905 
(POINTS) 


Chaos awaits you! 


15 eeinits 
(16 (GNis 


adventure of a lifetime. 2 


a 


8,970 
POINTS 


6.224 
POINTS: 


5,899 
POINTS 


5,450 
__ POINTS. 


1 0.2 PINTS 


11 aixts | 


12 588 
13 5k 
14 Bi 
15 i 
16 2% 


- = “PONTS | 


» 2.535, 
8 saints 


TETRIS 

DR. MARIO 

THE REN & STIMPY SROW 
FINAL FANTASY ADVENTURE 
BATTLETOADS 

FINAL FANTASY LEGEND 1 
MEGA MAN I 

FINAL FANTASY LEGEND 
FACEBALL 2000 

YOSHI 


6 
7 
8 


9 


| BIONIC COMMANDO 
| MEGA MAN in or wir's revence 


20 20 ake TNATHE: BACK FROM THE SEARS 


6,424 


2a@%) TEENAGE MUTANT NINJA TURTLES 

2iais | METROID 

Se | TECMO SUPER BOWL 

Side | DRAGON WARRIOR TZ 

© ie) TECMO NBA BASKETBALL 

117 Sees) ZELDA TL: wwe anventone oF une 

12. Gk.) MEGA MAN TZ 

13 rite | DR. MARIO 

14 SE) TMNT TOD: see annarian provect 
BASEBALL STARS 

SUPER MARIO BROS. 

17 -_ MEGA MAN I 

18 Sige) TETRIS 

— Sok | MEGA MAN TT 

2i@2, | NES OPEN TOURNAMENT COLF 
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Please answer the following questions on the postcard provided below, then enter our Player's Poll Contest by sending It int 


A. Did you use eny of the Power Certificates C. How often do you ptey # geme before you 
you received in Volume 47 (April Issue) purchase it? 
towarde the purchese of ¢ Game Pek? 1 Every time | buy @ geme 
1. Road Runner s Death Velley Relly/Firepower 2! Mostat the time 
2 AG Pro-Am IL al 3 Occasionally 
3 Looney Tunes 4 I never play a game untl i buy it 
D. How old ere you? 
B woe you think of the Super Merlo Bros. 1 Underé 3 1216 5 1824 
2617 415-17 6 25 or older 
+. [loved it 
2 | hked it & Sex 
3 Itwas OK 1 Male 2 Female 
4 [didnt hike It 


5 I didnt see the movie 


Pleese indicete, in order of preferenca, your tive fevorite Super NES gemee 

|. Pleese indicete, in order of preference. your five fevorite Geme Boy gemes 

|. Pleese indicete, In order of preference, your five favorite NES gemes. 

|. Trivle Test: if Ryu can throw @ Firebati every 2 seconds, how meny can he throw 
dn @ 90 second fight? 
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Answers to the Player's Poll - Volume 51 


Name Tal 
Address 
City, State/Prov Zip/Postal 
Membership Number Age 
Pieese answer by circling the numbers thet correspond to the survey questions above. 
A. Cc, E, 
2S 1234 niced 
B. D. 
12345 123456 
F Indicate numbers from 1- 82 (from the list on the back of the card) 1 2 Rt 4 Be 
G Indicate numbers 83- 144 (from the list on the back of the card) 1 ae 3 4 5 
1 Indicate numbers 145- 220 (from the list on the back of the card) 1 2 3 4 § 
I Tavia Answer 


NS ¢ @¢ GET POWER TO BURN WITH 
BACK ISSUES AND TIP BOOKS! 
Did you know that you can get So what are you waiting for? 


back issues of Nintendo Power? Fill it out. Detach it. Mail it. Here's 
Or special Tip Books designed to _ the address: 


make you a Power Animal? Well, Nintendo Power Magazine, 
you can! Just fill out the other P.O. Box 97032 


side of this card. Redmond, WA 98073-9732 
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P.O. BOX 97062 


Redmond, WA 98073-9762 


Wildstddecletithtst 


BACK ISSUE / TIP BOOK 
ORDER FORM 


Wt you missed these classic Nintendo Power issues, don't miss out now! 


Prices listed Include the cover price plus the cost of shipping and handling 


Name 


‘Adcross 


Oy ‘Stata! Prov 


(_) 
Phong Membaerchip No 
Please check method of payment 
Check or Money Order 
(Payable lo Nintendo) 


‘ZipFoetal 


MasterCard Visa 


Nintendo Power 
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Grectt Card Number Expiration Date 


i) 


Talaphone No 


‘Cardholder's Signature 


Cardhokiers Narre. 


‘Super NES. 
Zelda A Link io we Pat 
Yop Sacre’ Pasewords 
Mara Pant 


Sssses 
nvenne 
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Wash ngton State resents ec 6 2% tales tax muti eubtatal by OZ] OMer valid 
‘Ntlla supplies ast Allow 24 19 aight weeks for delivery Enclose sa card alary wan Your 
PAYMEN 8 Cred cand inlermuatien iB stamped enryelepe and mau them lo thie A¥aLoKS 
Nintenda Payer Magnnne FQ Bex 67032 Redman, WA 5073 0732 
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A sever-foot- tall, out-of-this- 
world replica of one of the 
movie's massive monsters-- 
@ Most unusual companion! 


‘AND 


Tite actual prop fromthe movie! 
YF. tts a Cryogenic Gagnter like 
the one Ripiiiwsod to travel 


through Yitmand space in AL TEN? 
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Weyentieth Century F Fox =] 
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for the Nintendo System of your choice, |p| 
from Acclaim Entertainment. 
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PLAYING 


LOOK FOR THESE RELEASES SOON 


Scrolling ‘street fighting action 


Before there was a Street Fighter II stealing all the glory, 
street-fighting fans were punching and kicking their way 
to fame and fortune on Final Fight. Final Fight 2 is even 
bigger and better than tts predeeessor. To save Genryusai 
and Rena, you'll have to take on the Mad Gear Gang in 
Metro City, either alone, or with a frend m the two-player 
option, Playing as one of three fighters, each with speciai- 
ty moves, you (and a friend if you're in the two-player 
simultaneous mode) will battle through five stages. Look 
for our Power review next month. 


EB Greet grephics and animation, and excellent play cantral. 
Capcom may provide its awn biggast campetttion when players try to 
choosa between Final Fight 2 and Street Fighter II Turbo. 


El lt’s hard to argue with success, but it would be nice ta have mare 
fighters to choasa fram and better artificial wntelligence in the ene- 
mies to provide an even bigger challenge 


SUPER AQ’ IC GAME! 


Company .« Seika 
Suggested Retail Price we $49.95, 
Release Dote. August 1993 
Memory Size em nenitelsane scemintann «onl 4 Megabits 
Game Type Ph cnc “Comic sporting events 
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James Pond and friends compete in “offishell” games, the 
like of which you've never seen. Younger kids may get 
“cod up” in the simple events and big, colorful graphics. 
The events range from “bass-ic" races like the 100 Meter 
Splash to more intricate skill events like Kipper Watching 
and Feeding Time. In all, there are 10 events for one play- 
er, a trammg mode, where you learn how to control your 
character in the event, and a competition mode where you 
eompete against Computer opponents. There are also two 
levels of difficulty, but the higher level is stil not much 
of a challenge for experienced players. 


Good grephics end popular charactars edd up to fun for very 
young players A mix of skill events (jumping meinly) end endurence, 
inwhich the player pressas Buttons as fast as possible 


J The goal of many of the events 1s not clear and the contral func- 
tons atten change between different events Both of thesa nagativas 
could result in frustrated players 


ENS VS. PREDATOR 


» Activisian 


Company. 
Suggested Retail Priee 
Retease Date ..... 
Memory Size .. 
Game Type... . 


The battle of the aliens has begun on Vega 4. Alens with 
molecular acid for blood and an almost invincible set of 
physical attributes have infested the colony. They seem to 
be the ultimate fighting machines, but are they? The 
Predator, armed with incredible weapons, 1s determined to 


prove that he is more than a match for these cunning crea- 
tures from the back end of the cosmos. You become the 
Predator, stalking through ten stages of alien infestation 
Your special weapons include the razor disk, invisibility 
cloak, laser beam and spear. Powering up the laser takes 
time, but results m more explosive damage to the enemy. 
You can move in three dimensions on the linear scrolling 
stages, and you can use jump and slide attacks, too. Aliens 
of every concervable stage of development will not let 
you rest for a second. 


Both the aliens end the Predator look great and play control is 
gonarally good Tha thema of the game 1s cool, even without the sto- 
ty lines from the comic baoks The Continue featura keeps you going 


Bi Tha Power-Up weapons don't last nearly long enough, resulting 
Into much long, drawn out hand-to-hand combat Hit detection isn't 
elways logicel Thare’s not much variety in the stages or in the types 
of attacks the aliens mount 


FIRST SAMU 


Compa : 
sieaaded Retall Price 
Release Date... ... 
Memory Size.. 
Game Type. 


The Demon King threatens peace and only one samurai 
warrior can reach him and destroy him forever. What this 
game lacks in original concepts it makes up in excellent 
play control and interesting graphics. As the First 
Samurai, you fight primarily with your sword. You also 
pick up Power-Up Mystic Runes along the way. With 
some of the Runes, you can call on the gods to help you 
get past fires and other obstacles. The three worlds are 
linear, but contain areas where you must discover the cor- 
fect route or method to proceed. The actual combat isn't 
too difficult, although it 1s unceasing, and there are plenty 
of food Power-Ups to replenish your strength. The music 
and sound effects in this game are pasticularly inventive. 
One odd feature 1s that when your Health Meter drops 
below a certain point, your sword gets swept away. 


Interesting graphics, sound effects and music, and solid play 
control The challenge includes both fighting enemies and puzzling 
through the stages 


i Mora depth of pley would be nice The hero is supposed to be a 
samurai, but ha tooks more jike 4 sumo wrestler Stege intro anima- 
trons ara andless 


Company. = any Imagesoft 
stidgesierl Relall Price . we $89. 9S 
Release Date August 1993 
Memory Size “A «8 Megabits 
Game Type a Side-scrolling action for one player 


You are Jonathan Harker, a stranger in Transylvania. who 
seeks his lost love in the domain of Count Dracula That's 
about as close as this game gets to Brahm Stoker's gothic 
novel and the more recent movie. The graphic elements of 
Transylvania are here, from wolves and bats to vampires, 
and the settings include castles, forests and even 19th 
Century London. But this 1s a straight action game which 
does not delve into any sort of adventure-style game play. 

Jonathan can use a knife or, once he’s found them, bet- 
ter weapons like a shotgun or sword. Each stage is large 
and contains multiple levels, so the game play requires 
you to find your way through a maze. An arrow points out 
the general direction of the exit, sometimes through a 
floor or cetling, so figuring out how to get through the 
obstacle can be interesting. Each stage begins as a day- 
light scene, then becomes a mght scene m which Count 
Dracula appears wearing one of several shapes. Before 
Meeting the count you'll face an onslaught of his minions 
including wolves, spiders and other creatures of the night 
None of the battles are particularly difficult, but the ser- 
vants of Dracula never let up on the attack. 


Generally, tha graphics are quite good Options includa level of 
difficulty setting, number of lives, size of health meter and Controller 
setup Some of the levels present puzzling obstacles 


Bi In some araas, blocky background elements look {ike a return to 
early NES programming With an 8 Magabrt Supar NES game they 
could have created mora realistic cheracter sets Tha boss enemies 
presant very little challenge. 


GOOF TROOP 


. Capcom 
-Nat Availoble 

. wAugust 1993 
. 4Megabits 
Two-player simuitaneous 
overhead view action/adventure 


Goofy and his son, Max, must foil a band of pirates and 
solve a ton of puzzles in Capcom's latest Disney-based 
title for the Super NES. The cooperative play in the two- 
player mode gives Goof Troop a umique feel. Some of the 
places you'll visit in this month's review will be a tropical 
island, a mountain top castle and a sunken ship. 
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&\ Easy control, fun characters end good grephics will make Goof 
Troop a hit, especially with young players 


The difficulty level ts eed et younger, less expenenced players 
and thare is no difficulty select option for greater challenge In the 
two-player mode, when one player steps off the screen, both players 
get zapped to the next screen 


STREET FIGHTER I TURBO 


Company. Capcom 
Suggested Retail Price ..Not Available 
Release Date nec. August 1993 
Memory Size > .24 Megabits 
Game Type Areade street fighting action 


The saga of Street Fighter [1 goes on with this yeer’s 
sequel to last year’s mega hit. The Turbo version has a 
few graphic changes and some big changes in speed and 
moves The huge memory configuration contains both the 
Street Fighter Il Championship Edition and Street Fighter 
TI Turbo, All the new moves are covered in the Power 
review in this issue. 


El Everything thet was great about the first geme 1s still there, plus 
faster cheracters and soma naw moves. 


Although the play control differences will meen ¢ lot to loyal 
Street Fighter II players, they may not justify the step up for casual 
players 


NIGEL MANSELL’S WORLD 
CHAMPIONSHIP 


Company . 2 aad OT cae 2 Gometek 
Suggested Retail Price... ene $6995 
Release Date... August 1993 
Memory Size. aa . & Megabits 
Game Type .. . « Grand Prix racing tor one player 


Nigel Mansell, British racing ece, has come to America 
where he ts making an impact both on and off the track. 
This Super NES title may be one of the biggest. This 
month, Power takes it for a test drive. 
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’ 
Eq Excellent grephics and contral Lots of diverse race courses all 
over the globe with 3D terrain A unique help feature that shows you 
the best line to take through the curves Smart optons that include 
Controller setup and @ password for saving your Grend Prix season 
Standings It feels raall 


EX There's no shortage of quality recing gemes out there, so the 
competition is fierce There 1s no two-player simultaneous option 


ZOMBIES ATE MY 


NEIGHBORS 


Company . — 
Suggested Retail Priee .... 


The Zombies are everywhere in the nerghborhood, and 
they're snatching your neighbors! What's worse, they 
might snatch you if you're not careful, quick and smart 
All you have at hand to repulse the creepy invesion is an 
arsenal of household sundries like six packs of Coke, 
weedeaters and a squirt gun. Power shows you how to 
make the most of your consumer goods and natural anti- 


zombie skulls. 


GJ Great humor and innovetions end fun grephies highlight this 
game. Lots of housahold weapons and potions give you a wide renge 
of zombing-fighting options Each of the more than 45 stages 1s 
unique wrth different backgrounds and specialized zombies 


Most of the zombies, es tha name implies, are pretty mindless 
and don't present a lot of challenge Weapons aren't elweys located 
in the stages where they are virtually essentiel You don't get pass- 
words for each stage. 


UPER BASEBALL 2020 


Company semtew 2 + on Teadewest 
Suggested Retail Price Not Avallable 
Release Date... August 1993. 
Memory Size. att . 12 Megabits 
Game Type. ‘uturistic baseball for one or two players 


This adaptation of the hit arcade baseball game scores big 
on game play and graphics. The 15 teams in the Super 
Baseball Association have both human and robotic play- 
ers, some of them with awesome talents. You can change 
Pitchers and hitters and increase the power of your play- 
ers’ attributes. Using the password feature, you can play 
an entire season, or two players can go head-to-head in 
exhibition games. The game mcorporates a random “luck” 
power feature that increases a batter’s power when run- 
ners are on base, making it more likely for you to hit a 
Home Run or Grand Slam. The robots aren't the anly 
variation on today's baseball. The field itself has a differ- 
ent, wider foul zone, making it easier to get a base hit and 
more difficult to field hits. 


The 12 Megabits of memory ere used for excepticne! graphics. 
Play control is solid It's especially fun as a two-player game You 
can buy super robots to add to your team 


Fielding fly balls requires intution and tring, which takes a while 
to develop Once you get the hang of the computer opponent's pitch- 
ing, t's easy to win. Humen beings make for e better challenge 


Company 4. ws 
Suggested Retail Price - 
Release Date... . 

Memary Size 
Game Type. . 


The most incredible theme park in history will never open 
lo the public That’s because the genetically engineered 
dinosaurs of Jurassic Park have laken over—and you're in 
their midst! How do you sley ative in this action shooler? 
Read the review in this issue. 


EX Good graphics, especially of many of the dinosaur species 
Accurete pley control makes shooting and escaping easy Recreates 
some of the situations (at least in spirit} of the hit movie A large 
game world 


J Not es many movie elements es you might expect. Most of the 
game 1s spent gathering items and shooting dinosaurs 


Compan: ... Ubi Soft 
Suggested Retail Priee ~ $3295 
Release Date... w+ July 1993 
Memory Size al Megabit 
Game Type _...... Tennis tour moment play for one or two players 


Tournament lennis requires both skill and stamina. Both 
of those elements come inte pley in this NES tennis stmu- 
lation. The tournaments take place around the world and 
pit you against creasingly talented opponents. You can 
also play agains! a friend for a fast paced match. Options 
include a training mode, which ts particularly useful in 
learning how te control the placement of your shots In 
the lournament mode, a password keeps you coming back 
for more. 


i The play control 1s good, but to get used to it requires some prac- 
tice The treining mode is helpful The many pley modes include one 
or two-player options and the world tournament option Good chel- 
lenge level 


J Serving Is a particularly difficult stroke to master in this geme 
The graphics are @ bit plein Junmy Connors doesn’t pley much of @ 
rie in this license 


Company... on ws . .Sony Imagesoft 
Suggested Retail Price: = 9 95 
Release Date. — August 1993 
Memory Size «ores 2 Megabits 
Game Type . vSide- scrolling action for one player 


Drac’s back and you're on the attack in this four-stage 
vampire hunt. Allhough the game bears the same title as 
last year’s movie release, it really has very little in com- 
mon with the film This is hnear action for the most part, 
with some exploring Ihrough maze-like areas. Jumping 
and hitting and some puzzle solving skills will serve you 
belter than a lon of garlic. 


ear 3% 
PEN EE ES 


EB Good pley contro’ with precision jumping will be appreciated by 
action game fans The puzzle solving element adds some depth to 
the game 


The graphics are disappointing-blocky backgrounds and small 
Characters The feeling of Brahm Stoker's classic story just isn't 
here. 


Company Gametek 
Suggested Retali Pree . « $39.95 
Release Date - -August 1993 
Memory Size. . .2 Megabits 
Game Type “Intemational racing elrcuit for one driver 


The NES version of this Grand Prix racing tourney shines 
just like ils 16-bit big brother. Read the race resulls in this 
issue’s Nigel Mansell roundup, 


E\ Good driving control end options, including Nigel Mansell's 
advice on keeping to the best Ine on any of the courses on the cir: 
curt A password feature lets you join the internetionel circuit when- 
ever you want. 


j The sound is unrealistic and the grephics ere a bit flet. 


VOLUME S51 103 


Company... 

Suggested Retoil Price 

Release Date. — a aintel 1993 
MOMiOry SIZ6 wee tte. scene nso ntissnsrnsoeesvnione conse 1 Megobit 
Game Type ....... .. Soceer for one or two players 


Play the Super Cup tournament, an Exhibition match or 
Just try to stick a Penalty Kick past the goalie. The set of 
game options includes an automatic goalie, period tame 
set, penalties being switched off and a Controller option 
that changes your control perspective. After choosing one 
of 16 international teams, one of four formations and your 
best lineup, it’s time to hit the pitch. The password option 
lets you continue tournament play when you want. 


a Excellent options, seeson play, end pesswords give the game 
depth 
Gl Actual pley is difficuit, especially at first The graphics ere minus: 


cule when the screen switches to the blimp view on a high kick. 
Identifying your man on defense cen be difficutt 


SPIDER-MAN 3: INVASION 
OF THE SPIDER-SLAYERS 


Company ... 
Suggested Re 
Release Date 
Memory Size 
Game Type. 


You are the man of silk, the weaver of webs—Spider- 
Man~and an infestation of mechanical spiders has spread 
across New York. That isn’t the only problem. Crime 1s as 
rampant as ever, and Peter Parker must do his best to 
string up the criminals. In the five stages of tbis third 
sequel for Game Boy, you must defeat a number of ene- 
mics before moving on. Spider-Man can run, jump, climb 
up walls and cling to ceilings, He can also shoot @ line to 
objects overhead then climb the line or swing from it. 
You'll have to master all these skills and use your spider 
sense to overcome the mechanical mob of arachnids. 


EQ The most fun in thts game comes from mestaring the special spi- 
der skilis Some of the boss cheracters look cool and can be difficuit 
to defeat. 


Gi There 1s an awkward delay between the time you push the Jump 
Button and when Spider-Man ectually leaps Enemy characters 
move too fast in comparison to the speed Spider-Man moves Small 
cherecter graphics 
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MUHAMMAD ALI’S BOXING 


Company... 
Suggested Retail Pace 
Release Date .. 


Muhammad Ali has been called one of greatest heavy- 
weight boxers of all time. He was as skillful im the ring as 
he was controversial outside of it. In this Game Boy box- 
ing simulation, you play the role of Ali as he sets out to 
win the world title. The actual boxing is limited to one 
type of punch with the left or nght fist and moving about 
the ring. You have the option to select fights that last from 
three to eight rounds, to have one exhibition fight, or a 
World Title Trail that takes you through a series of 
matchups, A password feature lets you rest up between 
bouts. With the Management Option, you are limited to a 
few fighters whom you can challenge early in your career, 
but you also get to study their fighting styles. 


Good options like Menagement/Treining add some depth to the 
Trtle Trail. 


Gi Boxing moves end strategies ara far too limited for a satisfying 
boxing experience 


TESSERAE 


This board-type puzzle game has similarities to Go and 
Spot, but varies considerably in the play. You begin with 
a board full of tiles, The tiles are divided into three types 
that represent how many tiles are placed on a given 
square, Tiles leap over other tiles in a move, with the 
result that the tile that is passed over in the leap will be 
removed from the board. Since tiles can be stacked three 
high, you might have to make multiple jumps over partic- 
ular squares, 


An Undo option lets you experiment with any number of moves, 


Gi The complexity of play is both the greatest strength and weak- 
ness of Tesserae Players will need great mental stamina to puzzle 
through the quagmire of special rules that limit your moves 


SPEEDY GONZALEZ 


Compony . Sunsoft 
Suggested Retail Price we $29.99 
Release Date August 1993 
Memory Size .. ...... woe Megabits 
Game Type... .Comic achon 


Speedy Gonzalez, the fastest mouse in Mexico, must col- 
lect enough cheese wedges to ransom his mouseknapped | EJ Good graphics and play control 
buddics. Unfortunately for Speedy, there is no grocery 
store in sight and he has to collect cheese the hard way—by 


searching through six treacherous stages! Look for the pit- i Some moves require such precise timing that they can be 
falls and perils in the Power review this month frustrating 


ALIENS VS. PREDATOR ACTIVISION 
DRACULA SONY 
FINAL FIGHT 2 CAPCOM . STREET FIGHTING 
FIRST SAMURAI KEMCO A ACTION 

CAPCOM ACTION 
NIGEL MANSELL WORLD CHAMPIONSHIP GAMETEK 4) 3.6 | 3.6 | 3.5 |RAGNG 
STREET FIGHTER I TURBO CAPCOM 0; 4.1 | 4, STREET FIGHTING — 
SUPER AQUATIC GAMES 5. ACTION : 
SUPER BASEBALL 2020 5. BASEBALL 
ZOMBIES ATE MY NEIGHBORS q 


UBI SOFT 
JURASSIC PARK OCEAN 
NIGEL MANSELL WORLD CHAMPIONSHIP| GAMETEK 


GOAL! JALECO 
MUHAMMAD ALI’S BOXING VIRGIN | 1P/PASS 
SPEEDY GONZALEZ SUNSOFT P 
SPIDER-MAN 3: mvasiow oF THe SPIDER-SLATERS UN 1P 
GAMETEK iP 


: PLAY INFO ‘POWER METER 
| Games are made be played wh as mary 1 | The Pras at Nintenda HQ rate 
Some also employ a battery | each new game. Ratings are 
game chart by understanding , 9 Password to save game play data. "from 1 (poor) ta 5 [excellent in 
the categaries. Title, Campany ; #P = NUMBER OF PLAYERS f four different categories 
and game type are seif! S$ = SIMULTANEOUS G=GRAPHICS AND SOUND 
explanatary. Use this Key ta ; A= ALTERNATING P=PLAY CONTROL 
understand Play info and the | BATT = BATTERY C=CHALLENGE 


t 
valuable Power Meter ratings. ; PASS = PASSWORD | T=THEME AND FUN 


VOLUME 51 105 


C2 | 


Just when you thought the battle was 
between Mortal Kombat and Street 
Fighter H Turbo, Interplay comes 
along with Clay Fighter, an outstand- 
ing fighting game with fighters made 
of clay. The development folks at 
Interplay revealed that they love the 
action of games like Street Fighter Il, 
but not the overt violence, Clay 
Fighter is their best of both worlds 
answer. This 16 megabit Game Pak 
for the Super NES preserves the two- 
player challenge of the more famous 
fighting games, but it does it in a way 


A LOOK INTO 
THE GAMES OF 
THE FUTURE 


that 1s funny and very involving. All 
the characters in Clay Fighter, includ- 
ing Elvis and the Opera Fat Lady, are 
made of clay, so they don’t bleed. 
There’s no control problem, either, 
since the makers of CF have used the 
standard SF II Controller sequences 
to activate special moves. Talk about 
smart! If you love Street Fighter I, 
but would ke to see new characters 
with outrageous new moves, Clay 
Fighter has them. 

Clay Fighter features three special- 
ty moves for cach of the cight charac- 


ters, the ability to become stronger 
with more victories, plus one awe- 
some Super Move that you can only 
achieve by improving your 
endurance. Clay Fighter also has the 
first Super NES music with digitized 
vocals using the Advanced Realtime 
Dynamic Interplay Sound System 
(ARDISS), a new programming tech- 
nology that’s a mouthful to say and 
an carful to hear. Each fighter also 
has a digitized voice recorded by 
Holly wood talent. Look for Clay 
Fighter this November. 
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Ubi Soft has entered the fast track of 
the racing world with Fl: Pole 
Position, an international F] racing 
simulator that includes real drivers, 
cars and racing teams. Besides a full 
range of standard options, such as 
customizing your car for the condi- 
tions of the 16 different international 


oD | 


Plok sounds more hke a new break 
fast cereal than a video game hero, 
but this unassuming little guy can fire 
his arms and legs to defend himself 
and blow a mean rock harmonica. 
Maybe someday he'll become Prime 
Mintster. Tradewest's Plok is defi- 


CP 


Let's talk speed Nothing is faster 
than this Super NES car war. On nine 
futuristic race courses you and up to 
eight gear heads can compete alter- 
nately in a high speed demolition 
tourney. Or you can play a two-play- 
er, split screen, cross-country mode 
featuring cooperative play You can 
smash into cars sideways or even flip 
your car around to fire missiles at 
drivers behind you One of the 
coolest features is the ability to shift 
your view from close behind your car 


tracks, you can also choose a car 
depending on its ratings in three crit 
engine, body and total. 
This 1s a two-player, split screen 
view without the unrealistic turn 
arrows. When you play the one-play- 
er game, the second view 1s your 
rear-view mirror. You can race a sea- 


nitely one of the most innovative 
action games this Pak Ploker has seen 
ina long while Created by Software 
Creations in Great Britain, Plok has 
one of the best music tracks in video 
games. That helps keep you hopping 
and bopping to the Plokadile rock 


to far behind ut, or anywhere in 
between, There are boss cars to 
defeat, three levels of difficulty, a 


son, choose the number of laps in a 
race, the weather conditions, or just 
race time trials, trying to set 4 course 
record. With perhaps the smoothest 
steering of any Super NES racing 
game, Fl. Pole Position will chal. 
lenge the leaders once it appears later 
this fall 


er ON WEY 
TROUBLE OW 


txt” 


Plok’s special moves include a great 
somersault and the ability to cruise in 
vehicles in certain areas of the game 
One stage of the game, Plok’s 
Legacy, stars Plok’s granddad 1n clas- 
sic black and white with piano accom- 
pamment hke in the old silent movies 


a} 


FRY 


VS. mode and customized car 
options, Namco expects this packed 
Pak to ship around October. 
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The Power Plug from Tyco 1s the 
answer to this Pak Watcher's dreams 
Why? Because it allows you to pro- 
gram special move controller 
sequences into one button That 
means you can do Chun L1’s Inverted 
Hurrican Kick or Guile’s Sonic 
Boom with one push of a button 
Even better, the “Thrash” option on 
the Power Plug already has most of 
the Street Fighter H moves pro- 


Spectrum Holobyte has created a 
Star Trek game that is true to the 
vision of Gene Roddenberry, the cre- 
ator of both Star Trek and Star Trek 
The Next Generation Spectrum's 
Super NES adventure, due later this 
fall, places you in control of the Next 
Gencration Enterprise and her crew 


a - 


When StmAnt showed up from 
Maxis, within minutes antmania took 
hold! As head of the black ants, you 
begin by controlling a new queen 
Starting from these humble begin- 
nings, you'll build a colony, gather 
food, defend against horrible insect 
enemies and aggressive red ants who 


grammed inte it. If you're into 
Mortal Kombat. that's no problem, 
either You can program the Power 
Plug to do special and final moves 
with a few simple commands. The 
Power Plug also helps on racing 
games 1f you use the Power Steering 
option This option makes steering 
smoother because it turns the car in 
smaller increments than the normal 
program 


The ship's systems are at your com- 
mand and you can contre! imdividual 
crew members during away party 
missions. The game itself consists of 
several intermingling missions and 
plot lines with an emphasis on explo- 
ration and problem solving, not bat- 
tle You are armed, both in space and 


don’t think the yard 1s big enough for 
the both of you. If your original 
colony thrives, you can spread out 
over the yard and eventually enter 
the house of the unsuspecting 
humans. SimAnt has all sorts of help 
screens that allow you to keep tabs 
on various elements of your colony 


on planets, but you'd better be care- 
ful about who you blast with your 
phaser. In fact, you can roam around 
the galaxy if you like, although as 
one Spectrum insider stated, “The 
Federation might get rather upset 1f 
you run off with the Enterprise and 
ignore them ” 


The graphics of this Super NES 
Mouse compatible game may even 
be superior to the hit PC game Sim 
fans will find more true gaming 
involvement than in SimCity and 
SimEarth, but tt also has the simula- 
tion element that makes Maxis prod- 
ucts so fascinating. 
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From Mega Man to Mega Man V, the 
Blue Bomber always had one consis- 
tant problem-he couldn't defy gravi- 
ty In Mega Man WIL, Capcom corrects 


that robotic design flaw by giving 
Mega Man a jet pack Eight new 


K&S] FINAL FANTASY LEGEND II 


One of the great video game legends 
continues with the upcoming release 
of Final Fantasy Legend II] for Game 
Boy this fall by Square Soft. This 
two megabit, battery backed up 
memory Game Pak combines fantasy 
and sci-fi elements in an epic RPG 
much like previous Final Fantasy 
games, Controlling a party of four 
heroes, you must save the land using 
weapons and magic. The game 1s big 
and involving, probably the best of 
the Legend series so far. In other 
news from Square, the word 1s that 
the Super NES release of Final 


An early version of Mega Man IV 
made its way to the Pak Watch desk 
where it has been getting quite a 
workout. This is classic Mega Man 
acuion with Dr. Wily and multitudes 
of mechanical meanies. In this rein- 


Ds | 
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mechanical boss characters will chal- 
lenge Mega Man Although this Pak 
Watcher has seen more Mega Man 
games than he can remember. the 
great play control and top notch NES 
graphics never fail to please 


Fantasy Hl won't be until next year 
In the meantime, Final Fantasy 
Adventure I, reported earlier m Pak 
Watch, has been renamed The Secret 


carnation, Mega Man must collect P 
Chips in order to use a new machine 
created by Dr. Light. The machine 
creates powerful weapons for Mega 
Man to use against the bosses 
Familiar boss characters, Toad Man, 


Capcom ts also working on Rescue 
Rangers 2 for the NES for this fall 
As either Chip or Dale, you'll find 
yourself in some side-scrolling stages 
that reminded this Pak Watcher of the 
original Rescue Rangers 


SQUARE SOFT 


of Manna and looks like one of the 
best adventure games ever This 
overhead, Zelda-hkhe adventure 
should appear in November 


Pharaoh Man, Bright Man and Ring 
Man will test the Blue Bomber 
before he goes up against hus arch 
nemesis. Mega Man IV for Game 
Boy should be released around 
November. 
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As the doors of Chicago's McCormick Place North opened 
on June 3rd for the beginning of Summer CES ‘93, your 
Pak Watch team was already on the floor, sniffing out the 
best upcoming games for the Super NES, Game Boy and 
NES. After four days of previewing every game in sight, 
your Pak Watch pros agreed that they had seen a higher 
level of quality than ever before. There was so much to talk 
about, that we’ve doubled our regular CES coverage. 

As usual, Nintendo of America made news with both 
hardware and software announcements. On the hardware 
side, NOA unveiled a new generation NES, packaged with- 
out software and one Controller, and retailing for a suggest- 
ed pnee of $49.95—-a great deal for players who want to 
take advantage of the vast existing library of NES games. 
The Super NES grabbed the hon’s share of software atten- 
tion with Super Marin-All Stars being a tut with the play- 
ets, especially the incredibly challenging Lost Levels. FX 
Trax, although early in development, showed the same 
style of 3D graphics and smooth animation that made Star 
Fox such a mega hit overnight The Legend of Zelda 
Link's Avakeming may have been the biggest news for 
Nintendo, it was certainly the biggest news for Game Boy. 
The development version of NHL Stanley Cup also looked 
great! 

Two words could describe the mood at Acclaim’s 
booth—Mortal Kombatt The Super NES version of the 
arcade hit looked virtually like the com-op. in addition to 
having four finishing moves never scen before, this Super 
NES version of Mortal Kombat will have an exclusive 
handicap feature that allows your character to take more or 
less damage per hit Just as cool 1s another Super NES 
exclusive feature—a hand-to-hand mode that pits charac- 
ters ina struggte without their special weapons! In addition 
to that, there are five difficulty modes and a Controller con- 
figuration option. The four new finishing moves include 
Raiden’s electrical zap that x-rays his opponent, Sub-Zero’s 
freeze move that turns the other guy to ice, Kano’s punch 

— through the chest and 

§ Johnny Cage’s sliding 
shadow kick through 
the chest. Further 
arcade news from 
Acclaim was that 
NBA Jam was in the 
works. NFL 
Quarterback Club 
and Championship 
| League Sac cer round- 
ed out Acclaim’s 
sports Paks. The 
Simpsons continues 
to be a big license for 
Acclaim with The 
Simpsons ftchy & 
Scratchy on the way 
for this December 
rand ftchy & Scratchy. 
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Teed Off, a battling mimature golf game for Game Boy, 
scheduled for release this fall. 

For the second year in a row Capcom stirred up the 
industry, this time by showing Streer Fighter i Turbo. 
Aladdin, one of this month's Pak Watch features, looked 
excellent, too. Mega Man X delivered on its promise of 
being a real step up from the already great NES Mega Man 
games while Eye Of The Beholder, an award winning PC 
RPG, marks a new direction for Capcom 

The big story at Interplay was clay. Clay Fighter and 
Claymates for the Super NES both use claymation-type 
characters in very innovative ways. The company’s well- 
deserved reputation for quality and umque game play came 
across in both of these utles. Rock ‘N Roll Racing with its 
awesome music and hot, two-player action was one of the 
favontes of the many players who flocked around 1t. Lord 
of the Rings, a sprawling Middle Earth adventure with 
Super NES Mouse compatability looked intriguing, as well. 

Once again Sunsoft had some of the most dazzling 
games to be scen on the show floor. Bugs Buniy, Rabie 
Rampage may be the best cartoon-based game ever Aero 
The Acro-Bat tumed almost as many heads as Bugs. World 
Heroes, Sunsoft’s arcade adaptation entry into the fighting 
category, kept this Pak Watcher ducking for cover. 

Konami was back on the Turtle bandwagon with TMAT 
Tournament Fighter for Super NES anc NES and TMNT iil 
for Game Boy. Both Tournament fighters played like win- 
ners and will add to the competition between top fligbt 
fighting games this fall. Sunset Riders, the arcade western, 
will be riding into town as a two-player simultaneous, sev- 
en level shoot ‘em up. Speaking of shoot ‘em ups, Lethia! 
Enforcers 1s on its way This arcade shooter will be pack- 
aged with a special light pistol. Burman The Animated 
Sertes for Game Boy and Tiny Toon Adventuics 
Montana's Movie Madness both had good play control and 
graphics. 

Under the towering gates of Jurassic Park, show-goers 
previewed Ocean’s Super NES game based on this sum- 
mer’s blockbuster movie. Jurassic Park combines overhead 
and 3D modes of play in a vast 256 screen overworld with 
multple indoor buildings and secret areas. Great dinosaurs, 


UPDATE ——"““4 = 


great sound, involved adventure gaming 
action and technologically edvanced 
graphics made this the most talked about 
Jurassic Park at CES. An early version of 

he Menace had a similar feel to 


Oc 


n's The Addams Family while 
finally nearmg completion features 
nich graphics in five huge worlds o! play. 
> Electronic Arts continued to push the 
envelope of its award- SR IILInE Sports 
series, Sunt 
picks up where Bulls Vs, Blazers left off. 
Now included are a battery memory back- 
up and a full season option and parti! ’*-1v 
cool player trading option that lets you cpu 
together your dream team I 

has the NHL license and the NHLPA, 
so players will be able to skate with the 
real teams and players. Future sports titles 
will include all new football and basketball 
engines and Shaquille O'Nea! Now that Electronic Arts 
has purchased Origin, they will be cartying on the great 


role playing tradition with ex of Virtue for the Super 
NES 
Namco roared into the show with cars and P. 


’, which turned out to be per- 


‘ The Star Fox dome rocked! 


Much acciaim for Mortal Kombat! 


haps the most novel game at the show. This may well be 
the first truly interactive cartoon since it features a charac- 
ter with highly deveioped Al with which you interact, 
Namco also showed M ites, Pa Ma . the 
arcade motorcycle racing game. k and P 

—a sort of Pac Man puzzler reminiscent of Tetris 
and Dr. Mario, 

At the packed JVC booth ou almost had to ya a cat- 

te prod to get close to Super Empire Strikes Back, The rea- 
son for the crowds was that the game is one Rehal As 
great as last year's Star Wars was, Super Empire is better. 
Excellent graphics, sound, story, play control, and balance 
made the game unbeatable as a crowd pleaser, -/ 
XJ2000 was also displayed for the Super NES. This is a 
two-player spht screen racer with 36 tracks in 12 countries 
with you behind the wheel of one of the world’s hottest 
cars 

What do Muhammad Ah, RoboCop. Spot, Merlin, the 
Terminator and Baloo the Bear all have in common? All of 
them will be appearing scon on the Super NES from agin 
Games. This Pak Watcher's favorites were © p 
(totally cool graphics and excellent game play), 

ok (great graphics and music from the movie plits the 
world’s first banana gun!), and RehoCep Vs F 
(two metal mutants make mincemeat of themselves 
evervifing: around the em!) 

2 from Electro Brain and World 
are two more sports spectaculars from the 
development wizards at Sculptured Software, Legends con 
tains eight of the greatest boxers in history Averts 
Gaul iy a Super NES action game starring one of the most 
popular characters in Europe. ne,a Star Wars-like 
adventure reported on in our last CES review, 1s still in 
ue velupment, but won't appear until the middle of 1994, 
Sof Piao ? for Game Boy, although simi- 
Tay in play and appearance to Altered Space, has the added 
attraction of Pinocchio cinema scenes. 
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for Super NES and a beginner's RPG 
called £ were the hot items at Taito. Renovation had 
an intriguing RPG called The Journey Home that had 
increasing levels of difficulty based on your performance 
and a three quarter view adventure RPG called Arcus 

sey featuring two-player simultaneous action with lots 
of magic and mazes The biggest RPG news was probably 
from Koei, not surprisingly, where P TO and Genghis 
Khan Hf were on display. Also in the Future, incu for 
Koei’s historical ee were Nobynaga's Ambition and 
Roma he Th lo for the Suter NES. 


ce of Hi ng 
More top flight RPGs were on the way from Enix 
Paladin’s Quest is a graphically impressive game while 

may be the most playable true RPG ever 
made for the Super NES. Enix also had an early version of 
ActRaiser 2 on display. This sequel contains action stages 
without the simulation elements of ActRauser. 

The sports scene was headed up by some big licenses 
pach uci Riddtc 
B Boxing from 
newcomer licensee 
Extreme. This easy- 
to-play game featured 
a rotating ring that 
allowed players to 
chase opponents into a 
corer. Extreme 1s also 
Pn, < 

! and W 
Hit for the Super 
N ES American 
Technos has two 
Super NES games in 
the works—Popeye, an 
action game with a 
two-player split screen 
competition mode, and 


by Tew 


Park Placet 


At Tradewest, all eyes turned to Plok and Super Off- 
! The Baya. Plok turned out to be one of the most col- 
orful and creative platform games of the year. Super 
Off-Road: The Baya puts you in control of a 4x4 bouncing 
over the desert tracks of Baja Califorma. Dallas-| based 
Tradewest 1s also working on an all new Pro € 
starring Troy ee of the Cowboys. 
The pee ibsy crew at eae purned their focus on 
ett t Speed Racer, and Pelé!, a soccer game 
featuring the legendary Braaiitan star. Hudson Soft’s 
uty a : a. yleobed super in a non-playable 
demo. On the otherhand, # ! 1 Gadget for the Super 
NES was very playable. lt Holided lots of mechamcal 
items for Gadget to use as he seeks to capture Dr. Claw. 
Perhaps the biggest news from Hudson was the finished 
version of Super Bomberman. Thus simple but challenging 
game 1s the first Super NES title to have a four-player 
simultaneous mode due to the Multitap adapter that 1s 
included in the package. Other licensees have already 
begun development of muluplayer ue 
Spectrum Holobyte’s Star Trek t Generanon 
turned out to be just what the captain ordered. Finally, a 
true Star Trek game Bullet-Proof Software was showing 
Jhutus, which has come a long way since Pak Watch first 
took a peek at it several months ago. Although the first 
person view of some stages may look RPGish, this fantasy 
game 1s a true adventure full of exploration and action. 
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BPS is also working 
on a new puzzle 
action game 

Gametek’s Nipe/ 


proved itself a win- 
ner im the racing cat- 
egory. Also in the 
sports oeeeuly was 
eneaed 
Hosted by “Who. Is 
Alex Trebek?”, this 
Jeopardy sim will 
consist entirely of 
sports and recre- 
ational answers, os 
new Wheel of Fi 
with Vanna White 1s ‘Cos in the works from Gametek. 
The second Super NES game from Ubi Soft 1s / 
ositron, one of the classiest of the new racmg games duc 
out this fall. The game ts fast and very realistic with a two- 
player split screen view, 16 tracks, actual Fl drivers, ime 
trials and the ability to choose anything up to 30 1aDe for 
each race. For the NES, Ubi plans to release Jolin Madden 
I by the end of the year. 
Mindscape continues to work on new Mario edutain- 
ment titles as both the Super NES and NES including 
M. achine, im which Mario meets historical 
characters ee as Joan of Arc and Neil Armstrong while 
searching for items stolen Dyn BO ser Action and sci-fi 
fans were happy to see W. ow 
Missions with 16 new Mussions eevedtien for a fall release. 
Am Th iengers featured two-player 
simultaneous play in six levels of action, Battle: 
tains a one-player version of the classic board game, but 
also bas a more complex campaign game featuring Mode 7 
effects and some action elements. Eight players can go at it 


The Kid is coming! 


nander See 


erita 


At the Seika booth, ‘end was the biggest news. This 
action game featured a medieval theme in which one play- 
er wields a sword while his pariner ewinks an axe. Seta 
showcased a finished version of 7 ‘1 of Ox—a nich 
graphic game with some innova ‘gaming twists. Also 
highlighted at Seta was F/-ROC which uses a special 
DSP chip similar to the Super FX to increase graphic 
scrolling speed. Desert Svord, an eight megabit Super 
NES air combat game, shares the same overhead angled 
view of EA’s Desert Strike, but in this game you control a 
fighter bomber. 


Nintendo on Traxt 


Activision showed Pitfall Harry The Mayan 
Adventure, River Ratd, and Biometai, all still in develop- 
ment. Aliens Vi Predator, however, should be hitting the 
stores soon. DTMC displayed Lester The Uniikely, a Super 
NES game that reminded this Pak Watcher of the anima- 
tion in Interplay’s Our Of This World Rocky Mountain 
Sports contains three mountain sports: climbing, river 
kayaking and ATV races. Irem’s Rocky Rodent comic 
action game for the Super NES was near completion as 
was Kemeo’s Top Gear 2, a hot, two-player racing game. 
Kemco also showed First Samurat and G2. SimAat from 
Maxis was finshed and the sim meisters also revealed that 
the truly awesome SimCity 2000 would be developed for 
the Super NES in 1994. 

At T*HQ the licensing business never ends. The latest 
of their acquisitions was The Lawnmower Man, which had 
some great graphic effects Sporis [lustrated 
Foothbail/Basehall looked close to completion ard The Ren 
& Stimpy Show for the Super NES had the look of the 
Nickelodeon cartoon. Other T*HQ titles included Thomas 
The ank Engine (a reading game for tots), Time Killer, a 
futuristic arcade game, Tora! Carnage, following in the 
path of Smash TV, and Operation Alien, based on the pop- 
ular Kenner action figures. 


TecMagik, another new Super NES licensee, had sever- 
al projects in development including the Pink Panther in 
Pink Goes To Hollywood, Andre Agassi Tennts, and Sieven 
Seagal, which ts an action game starring Seagal but not 
based on any particular movie. Tilus featured a racing 
game, Lamborghini American Chalienge, while Sony 
Imagesoft had several action games including 
Chitfhanger, L Action Hero and Firehawk. 
Attention at Aseiiware was directed at Ard) Lightfoot, 
a challenging character platform game with puzzles J 
and a lot of special effects. Ascirware’s compact 
Fighter Steck SN was designed for fighting games and 
includes independently adjustable Turbo controls, 
slow mo and other features. Vie Tokai finally had 
Time Shp and The Lost Misstons in playable form, 
Plus they showed an arcade air combat game called 
Lock On, which featured Mode 7 effects and quick 
play. 

Since the last show, FCI has picked up Might & 
Magic tH! from American Sammy. Along with its 
Ulnma—The Fale Prophet utle for the Super NES, 
FCI again has one of the strongest RPG lineups. FCI 
also showed WCW Super Braw! Wrestling, a ten 
megabit, two-player game with digitized pics of the 
wrestlers. Ulnma Runes of Virtue 1 for Game Boy 


looks like one of the 
best Game Boy Paks of 
the year. 

Hi-Tech rolled out 
the carpet for We're 
Back, a dinosaur action 
game based on the 
Spielberg movie that 
will be released this 
fall. Beethoven's 2nd 
also debuted at the 
show. Again, the game 
play focuses on the ‘ 
upcoming movie ata“ — 
level of difficulty appropriate for young players. Jaleco’s 
future ttles included Pro Sport Hockey and Super Bases 
Loaded 2 both for the Super NES. GP-/ from Atlus was 
the best motorcycle racing game for the Super NES this 
Pak Watcher has ever seen Syrther 18 a super fast, easy-to- 
lear, overhead view soccer game that could become the 
Tecmo Bowl of soccer ttles. 

The folks at Absolute have made a commitment to 
develop and market their own titles exclusively instead of 
developing for other hcensees. The biggest of their upcom- 
ing projects is Home Improvement, based on the top rated 
sitcom. Also in the works for the Super NES are Super 
Batiletank 2, Turn and Burn No-Fly Zone and Redline, F 
? Racer. 

Socks, the First Feline of the land, ts going to star in 
Kaneko’s new Super NES action game. Although it 
sounds a bit farfetched, the developers are having a blast 
putting wise cracks and visual humor in Socks The Cat. 
Chester Cheetah will return in Wild Wild Quest and Fido 
Dido from CBS's Saturday morning lineup also gets ns 
own action game 

This Pak Watcher’s final stop of the show was with 
Data East. Heading DE’s fall list was Monday Night 
Foothall. This eight meg, battery backed up memory Pak 
features full season play, two-player options, a create- 
your-own-team option, and a Super Play feature that lets 
you zoom into the action and directly control a player from 
aclose-up view. Super NES Side Poche? takes players on 9 
tour of American billiards from coast to coast. All in all, it 
was a great show. In the next few months, we'll have our 
work cut out for us taking closer looks at the top titles. 
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“= POWER CHALLENGE 
‘i? TRADING CARDS 
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There's a Different Winning Senes Every Month! 
Please see the reverse side for all the details on how to wint 


Power Challenge Trading Cards can —_ Intermediate and Pro-level players 
do more than increase your library of = The Power Challenges are set by tap 
games they can sharpen your playing Game Play Counselors and the 
skills! Look on the back of each card = Nintendo Power Staff. Go ahead, 
to find a Power Challenge for Novice, give ‘em a try. They're a fot of fun! 


-KioicARUS -«(éd LOB B BUBSY. CLAWS ENCOUNTERS 
MOAR eT TE FORRES KIND 


HERE’S HOW TO WIN! 


Nintendo Super Power Club 1 wb Moek 
PO Box 97044 tpn sig 
Redmond, WA 98073-9744 fhe ane $91 ot Mok Tt 


4 Meck Trading Car 


ms N oer E Honda won 80% of hus 250 
ae nw Street Fighter matches wt 1942 
How many matches did he win? 


No purchase recessary 


| RERMEPION Swing inte action in this grost WMA) Me power of the Golden Tri- 

Game Boy version of aa NES classic! Usang your Forca has been stolen hy the ovil tht 

‘guns wad your wits {not ta meetin an incredita Saononder Ws wot 2 young Hyon nomed Link 
to save hin world and 


ITN 11y goning the Night Or frome | CMT Fry boating Gannon with the 

the Minom Wood yrdant ad following amr, swan @ of outs, magic vet 
aos and @ of bearte- 

‘ayee Sale i. Wav ‘ied Armor, fy 4 sword, 2 bottles, 

 Kettinng init tevin Whearts 

tre Botting hit ot alt 

‘SYST AES 

GAME TYPE: Here Qvest 

# OF PUTER: 7 

READ: 082 

COMPANT: Capcom 


POWER CARD #61 
S KID ICARUS 
Aa OFT utara OF MYTHS AND MONSTERS™ 


Bubsy the Bobcstin natin save 


ONAN ty tie 202200 level how many CARLENE Haye fr can you go without 
nin Ines cos you amr for repemtecty veppeng shooting any arrows? 
binds inte the wait? 
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POWER CERTIFICATES 


SAVE BIG with these certificates worth $12.00! 
But only if you use them. 
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Hey! Rip this $5 00 
Power Certificate out 
and use itta score a 
Super NES Game Pak 
before January 31, 1994 


SAVE 
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“SAVE $4.00 


” WHEN YOU PURCHASE ONE 
<, o NES GAME PAK, 


Hey! Rip this $4.00 
Power Certificate out 
and use tte score an 

NES Game Pak 
before January 31, 1994 


the payratnt of app 
‘Sood m the US, an 
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Hey! Rip this $3.00 


« 
Power Certificate out Ke ONAMI 
and use itto score a 
Game Boy Game Pak 
before January 31, 1994 GOOD TOWARDS PURCHASE OF 


MANUFACTURER COUPON 


CONSUMER. Coupon is onty valid towerd ths puichase ol the speaigd game paks Coupon must ba submited to an eutharized Konarmetaioy by the printed 
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COMING NEXT MONTH IN VOLUME 52 


NEXT ISSUE, 
FINAL FIGHT 2 


The Mayor of Metro City hits the streets for a second round 
against the Mad Gear Gang Jom Mike Haggar and his two com- 
rades, Mak: and Carlos, for the fight of a lfetame 


ROCK ‘N’ ROLL RACING 


Check out all that big circuit action with Interplay’s Rock 'N* Roll 
Racing This hot racer features a rocking sound track and digital 
voice commentary by Larry “Supermouth” Huffman 


The blockbuster movie has made its way to the NES this month . 
All the adventure that has made Indiana Jones a star will be fea- 
tured in next month’s 1ssue 


ne 


FINAL FANTASY 
LEGEND II 


Catch the Jong awaited third chapter m the Final Fantasy Legend 
epic You and your companions must explore strange new lands 
i search of adventure in the biggest Final Fantasy Legend yet! 


114. NINTENDO POWER 


‘These Nintendo Power issues are evariobie radwedually 
Aild them to your collection! They contain thesa exciting 
renews: 

Volume 44 Jan *93) Magical Quest Starring Mickey 
Mouse, Sonic Blast Man, Mega Man 32, Equinox, LC, 
Pro-Am, The Jetsons, Incredrble Crash Test 
Dummies, Mega Man Ill (Game Boy) 

Volume 45 (Feb 93) Cybernator, Pugsley’s 
Scavenger Munt, Wing Commander, Jeopardy 
(Super NES), Aerobiz, Zen Intergalactic Ninja, 
Bomberman Il, Eon Man, Darkwing Duck (Game 
Boy), Aliens 3 (Game Boy), The Ren & Sumpy 
Show, Rampart (Game Bay), The Litde Mermaid 
(Game Boy). 

Volume 46 (Mar °93) Star Fox, Super Strike Eagle, 
Super Conflict, Wayne's World, Tiny Toon 
Adventures: Buster Busts Loose, King Arthur’s 
World, Adventure Island 2 (Game Boy), Milon’s 
Secret Castle (Game Boy}, Krusty’s Fun House 
(Game Boy), The Empire Strikes Back (Game Boy), 
Allen? (NES), Dragon Warrior IZ, Mickey's Safasi in 


Volume 47 (Apr “?3) Star Fox, Mech Warrior, 
Pocky & Rocky, SimEarth, Congo’s Caper, Super 
Black Bass, Super NES Fighting Games, Kid 
Dracula, Joe & Mac (Game Boy), Top Rank Tennis, 
The New Chessmaster, DuckTales 2, Yoshi's 
Cookie, Kid Kiown In Night Mayor World 

Volume 48 (May 93) The Lost Vikings, Shadowrun, 
Batman Returns, The Legend of Zelda, Link’s 
Awakening, Zen Intergalabc Ninja (Game Boy), 
Ring Rage, Great Greed, Kirby's Adventure, 
Incredible Crash Dummies (NES), Super Turrican. 
Volume 49 (une $3) BO B,, Taz-mania, Super 
Casino Games, Yoshi's Coolae, Battletoads in 
Battlemaniacs, Battletoads In Ragnarok’s World, 
Bubble Bobble 2 (Game Boy), Titus the Fox, Raging 
Fighter, Battletoads & Double Dragon, Fire 'N’ Ice. 
Volume $0 (juty °93) WWE Royal Rumble, Run Saber, 
ENV.D. The Search for Eden, Edutainment Games, 
Busy in Claws Encounters of the Furred Kind, The 
Legend of Zelda: Link's Awakening, Gargoyle’s Quest II 
(Game Boy), T2. The Arcade Game, The Addams 
Familly—-Pugsley’s Scavenger Hunt (NES), Mighty Final 
Fight, Bubble Bobble 2 (NES) 

Use the Back Issue/Tip Book Order Form wothis ssueto 
order hack issues, or call our Consumer Sernce deparmnent 
at $-800-255-3700 to ander them by phone wrth VISA ot 
MasterCard 


SPECIAL OFFERS 


Issues from our first three yeors ore ovailoble 
‘anly rn special collector's sets Yau won'l find 
these extremely helpful issues of newsstonds! 


Nine Ge 
Cestlevanio 

Simon's Quest 
Zelde Wthe 

Adventure of Link 
TMNT = 
Volumes 1 through 6 fecturmg classic games ore 
included in the First Year Sat 


~ Mego Mon Il 
~ Drogen Werner 
Super Morio Bros 3 
Totrrs 


oe Batman 
= a Final Featasy 


Six of the most papular NES games of all ume 
ore featured in Volumes 7 through 12 


Super Marie Bros 3 
Roseue 
Nine Geiden 
Maniac Mension 
Fine! Fentesy 
Dr More 
4 Player Extra 
The Third Year Set (Vols 13-19} carrres on the 
Nintendo Power Iradrion of reviswrng the very 
best gomes It also includes our four popular 
Strategy Guide issues! 

TIP BOOKS: 
The Legend of Zelda Tips ond Taches 
How fo Win ot Super Mone Bros 
Use the Back Issue/Tip Buok Order Form in this rsxue to 
onder past Nintenda Power rexues and books, er call 
bur Consumer Service department ef 1-800-255 3700 10 
order them hy phone with VISA or MasterCard 


(Nintende) 


Nintendo Player's Guides are 
packed full of information about 
all of your favorite Super NES, 
Game Boy and NES games! 


POWER SHOP MERHHANOLEE ae 
tS STULL AVAILABLE, BUT _ | 
(TS GOING TOBE SOLD OUT 
SOON. HURRY! 


Check out pages 95-97 in Volume 50. 


and use the Power Shop Order Form 
to get your Super Power Club mer- 
chandise and wearables like this cool 
“MEMBERS ONLY!” T-shirt. 


VOLUME 52 115 


— 


a 


Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out fo ail the people who make this possible. 
From the orginal editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www. retromags.com 


We are only interested in preserving classic magazines 
that are at least § years out of print. 


We have no desire or intention to profit from these In any way. 
So please, if you come across people trying to sel! these releases, don't support them! 


Thank You and ENJOY! 
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